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A b s t r a c t:  W h i l e  s p o r t s  g a m e s  t r y  t o  r e c r e a t e  t h e  a t m o s p h e r e  o f  a  s t a d i u m  o r  o f  t e l e v i s i o n  
broadcasts  o f  games,  ro le- p lay ing  and  ac t i on- adventure  games a t tempt  to  dup l ica te  
c inematog raphy  th rough  an ima t ion .  Fo r  Tomb Ra ide r ,  t he  v i r t ua l  rea l i t y  c rea ted  by  the  
c inemat ic  animat ion of  the game produces an envi ronment  for  male- t o- female cross- gender 
i d e n t i f i c a t i o n ,  a  t o p i c  t h a t  h a s  r e c e i v e d  l i t t l e  c r i t i c a l  a t t e n t i o n .  T h e  s e n s e  o f  
ident i f i ca t ion  in tended in  th is  chapter  comes f rom psychoana lys ts  Jean Lap lanche and Jean-
B a p t i s t e  P o n t a l i s ,  w h o  d e s c r i b e  i d e n t i f i c a t i o n  a s  a  " p s y c h o l o g i c a l  p r o c e s s  i n  w h i c h  a  s u b j e c t  
a s s i m i l a t e s  a n  a s p e c t ,  a  p r o p e r t y ,  a  c h a r a c t e r i s t i c  o f  a n o t h e r  a n d  t r a n s f o r m s  h i m s e l f  [ o r  
h e r s e l f ]  t o t a l l y  o r  p a r t i a l l y  o n  t h e  b a s i s  o f  t h i s  m o d e l . "  I n d e e d ,  p s y c h o a n a l y t i c  l i t e r a t u r e  
c o n s i d e r s  s u c h  a n  i d e n t i f i c a t i o n  t o  b e  a t y p i c a l  i f  n o t  a b n o r m a l .  T h u s ,  O u e l l e t t e  e x a m i n e s  t h e  
c ross- gender  iden t i f i ca t ion  be tween the  (ma le )  aud ience  and  v ideo  game icon  Lara  Cro f t .  Wh i le  
the  reverse  phenomenon,  fema les  iden t i f y ing  w i th  ma le  p ro tagon is ts ,  has  been  exp lo red ,  th is  
s t u d y  i s  ( c u r r e n t l y )  a l o n e .  T h i s  c h a p t e r  d r a w s  o n  p r e v i o u s  w o r k s  f o r  i t s  t h e o r e t i c a l  b a s i s  
wh i le  p rov id ing  a  cha l lenge to  the  concept ion  o f  the  "male  gaze. "  More  and more  v ideo  games 
a l s o  h a v e  i n t e r a c t i v i t y  a s  a  b u i l t- i n  f e a t u r e ,  w h i c h  a l t e r s  t h e  e x p e r i e n c e  f r o m  o n e  o f  p a s s i v e  
v i e w i n g  t o  a c t i v e  p a r t i c i p a t i o n .  T h i s  p o i n t  i s  r a i s e d  f r e q u e n t l y  i n  r e l a t i o n  t o  t h e  v i o l e n c e  
conta ined in  many v ideo games.  The combinat ion,  i t  i s  assumed,  leads (young)  game p layers  to  
become v io lent  themselves.  The argument  that  p layers  o f  v ideo games assume the v io lent  
p e r s o n a l i t i e s  o f  t h e i r  o n- sc reen  coun te rpar ts  assumes  an  iden t i f i ca t ion  w i th  those  personae ,  
b u t  t h i s  i s  a s  f a r  a s  t h e  c r i t i q u e s  g o .  T h e  n e e d  e x i s t s ,  t h e r e f o r e  t o  c o n s i d e r  t h e  n a t u r e  o f  
t h e s e  i d e n t i f i c a t i o n s  a n d  w h a t  o c c u r s  w h e n  t h e  p l a y e r  a n d  t h e  p e r s o n a  a r e  o f  d i f f e r e n t  
g e n d e r s .  T h i s  c h a p t e r  s h o u l d  b e  o f  s p e c i a l  i n t e r e s t  t o  f i l m  s c h o l a r s  a n d  t h o s e  i n t e r e s t e d  i n  
p s y c h o a n a l y t i c  t h e o r y  a s  i t  c h a l l e n g e s  n o r m a t i v e  b e l i e f s  a b o u t  m e d i a  a n d  i t s  r e l a t i o n  t o  i t s  
aud ience .  
I n t r o d u c t i o n 
<1>The Tomb Raider s e r i e s  o f  v i d e o  g a m e s  i s  o n e  o f  t h e  m o s t s u c c e s s f u l  e v e r ,  w i t h  m o r e  t h a n
s i x teen  m i l l i on  cop ies  hav ing  been  so ld wor ld  wide (Bauman 52) .  A l though Tomb Raider' s  f o r m u l a
- - shoot  your  way  th rough severa l  puzz le- f i l l e d  l e v e l s  s e t  i n  b u i l d i n g s  o r compounds - - comes
f rom ear l ie r  games such  as  Cast le  Wol fenste in (1983 )  and  Doom (1993 ) ,  t he re  i s  one  s ign i f i can t
d i f f e r e n c e :  t h e  f e m a l e p ro tagon is t ,  La ra  Cro f t .  As  Gary  Eng  Wa lk  recogn izes ,  "La ra  Cro f t i s  a
b o n a  f i d e  l e g e n d ,  a n  i n d e l i b l e  t a t t o o  o n  t h e  b i c e p s  o f  ' 9 0 s  p o p c u l t u r e .  T h e r e  a r e  L a r a  T-
S h i r t s .  W a t c h e s .  P o s t e r s .  A  c o f f e e  t a b l e  b o o k . A  mov ie  dea l "  (100) .  Wa lk  does  no t  men t ion  tha t
t h e r e  i s  a l m o s t  a s m u c h  n e g a t i v e  a t t e n t i o n  d e v o t e d  t o  L a r a  C r o f t .  A c a d e m i c  c r i t i c i s m  o f  Tomb
Raider f o c u s e s  m a i n l y  o n  t h e  p r o t a g o n i s t ' s  c h e s t ,  w a i s t ,  a n d hip measurements,  and what
Jus t ine  Casse l l  and  Henry  Jenk ins  ca l l  the  game 's "ove r t  pander ing  to  ado lescen t  ma le
i n t e r e s t s  i n  ' t i t s  a n d  a s s ' " (32 ) .  Such  a  s ta tement  d iscoun ts  p layers '  new- f o u n d  a b i l i t y  t o
i d e n t i f y w i t h  t h e  p r o t a g o n i s t s  b e c a u s e  o f  a d v a n c e s  i n  " v i r t u a l  r e a l i t y " t e c h n o l o g y .  F o r
example,  in a 1999 commercial ,  two gamers argue over which o n e  g e t s  t o  p l a y  t h e  r o l e  o f  K e n
G r i f f e y  J r .  i n  a  g a m e  o f  Major League B a s e b a l l  F e a t u r i n g  K e n  G r i f f e y  J r .,  o n  t h e  N i n t e n d o  6 4
p la t fo rm.  They e x c h a n g e  c r i e s  o f  " N o !  I ' m  K e n  G r i f f e y  J r . "  t o  i n d i c a t e t h a t  t h e  l e v e l  o f
" v i r t u a l  r e a l i t y "  i n  t h e  g a m e  e n h a n c e s  t h e r o l e  p l a y i n g  e f f e c t ,  s u c h  t h a t  t h e  p l a y e r s  i g n o r e
t h e  r e a l  K e n  G r i f f e y  J r . a s  h e  k n o c k s  o n  t h e i r  d o o r .  T o  s i m u l a t e  b a s e b a l l  i n  a s  d e t a i l e d  a
fash ion a s  p o s s i b l e ,  t h e  g a m e  i n c l u d e s  t h e  p o s s i b i l i t y  o f  t r a d e s ,  i n j u r i e s ,  f a t i g u e , a n d  p l a y
b a s e d  o n  s t a t i s t i c a l  m o d e l s  o f  a c t u a l  b a s e b a l l  p l a y e r s .  T h o s e  p l a y i n g the  v ideo  game can  ac t
a s  o w n e r ,  m a n a g e r ,  a n d  p l a y e r .  T h e  v i r t u a l  r e a l i t y o f  the games improves wi th  each success ive
genera t ion  o f  conso les  and v ideo c a r d s .
<2> Whi le  spor ts  games t ry  to  recreate  the  a tmosphere  o f  a  s tad ium o r  o f  t e l e v i s i o n  b r o a d c a s t s
o f  games ,  ro le- p lay ing  and  ac t i on- adventure games at tempt  to  dupl icate  c inematography through
a n i m a t i o n .  F o r  Tomb Ra ide r,  t h e  v i r t u a l  r e a l i t y  c r e a t e d  b y  t h e  c i n e m a t i c  a n i m a t i o n  o f  t h e game
produces  an  env i ronment  fo r  ma le  to  fema le  c ross  gender  i den t i f i ca t ion , a  t o p i c  t h a t  h a s
r e c e i v e d  l i t t l e  c r i t i c a l  a t t e n t i o n .  T h e  s e n s e  o f  i d e n t i f i c a t i o n i n t e n d e d  i n  t h i s  c h a p t e r  c o m e s
from Jean Laplanche and Jean- B a p t i s t e  P o n t a l i s , w h o  d e s c r i b e  i d e n t i f i c a t i o n  a s  a
"psycho log ica l  p rocess  in  wh ich  a s u b j e c t  a s s i m i l a t e s  a n  a s p e c t ,  a  p r o p e r t y ,  a  c h a r a c t e r i s t i c
o f  ano ther  and t r a n s f o r m s  h i m s e l f  [ o r  h e r s e l f ]  t o t a l l y  o r  p a r t i a l l y  o n  t h e  b a s i s  o f  t h i s
mode l "  (184 ) .  I ndeed ,  psychoana ly t i c  l i t e ra tu re  cons ide rs  such  an i d e n t i f i c a t i o n  t o  b e
a t y p i c a l  i f  n o t  a b n o r m a l .  F o r  e x a m p l e ,  i n  " H e r B o d y ,  H i m s e l f :  G e n d e r  i n  t h e  S l a s h e r  F i l m , "
Caro l  C lover  b r ie f l y  examines t h e  p o s s i b i l i t y  o f  s u c h  a n  i d e n t i f i c a t i o n  b e t w e e n  t h e  l a r g e l y
male audience and  the  fema le  charac te r  who  u l t ima te ly  de fea ts  the  mons te r (s )  o r  "bad g u y ( s ) "
i n  s l a s h e r  f i l m s ,  a  s t e r e o t y p i c a l  f i g u r e  s h e  r e f e r s  t o  a s t h e  " f i n a l  g i r l "  ( 2 1 6 ) .  S i n c e  s h e
was  no t  aware  o f  o the r  se t t i ngs a n d  p r o d u c t i o n s  t h a t  a c h i e v e d  a  s i m i l a r  e f f e c t ,  o r  o f  a n a l y s e s
t h a t  c o n s i d e r c r o s s- g e n d e r  i d e n t i f i c a t i o n ,  C l o v e r  c a l l s  f o r  m o r e  r e s e a r c h  i n t o  t h i s
phenomenon. M o r e  t h a n  t e n  y e a r s  l a t e r ,  l i t t l e  h a s  b e e n  d o n e  t o  h e e d  C l o v e r ' s  c a l l . I n B a d
Gi r l s  and  S i ck  Boys  (1999),  L inda Kauf fman merely  echoes Clover 's sen t imen ts :  "S ince  Laura
Mulvey 's  groundbreaking work on spectatorsh ip, t he  ma le  gaze  has  become a  c r i t i ca l
commonplace, but Clover suggests the n e e d  f o r  f u r t h e r  r e s e a r c h  a b o u t  m e n ' s  i d e n t i f i c a t i o n  w i t h
women" (132 ) .  Jus t i ne  Casse l l  and  Henry  Jenk ins ,  i n  F rom Barbie t o  Mor ta l Kombat,  a c t u a l l y
connect  Tomb Raider w i t h  C l o v e r ' s  a n a l y s i s bu t  p roceed  no  fu r ther .  They  acknowledge  tha t
rec nstruction: 
stud i es i n conte mpor a r y cul t ure 
"Arguments explaining ma le  gamers '  c lose  t rans- g e n d e r  i d e n t i f i c a t i o n  w i t h  L a r a  C r o f t s  ( s i c ) 
c l o s e l y  p a r a l l e l  C a r o l  C l o v e r ' s  d i s c u s s i o n  o f  t h e  ' f i n a l  g i r l ' conven t ion  i n  1980s  s lashe r  
f i l m s .  .  .  .  [ h o w e v e r ]  t h e  s u c c e s s  o f  'Tomb Ra iders'  ( s i c )  h a s  b e e n  l i n k e d  t o  t h e  e x a g g e r a t i o n  
o f  L a r a  C r o f t s ' ( s i c )  f e m i n i n e  c h a r a c t e r i s t i c s "  ( 3 0- 1 ) .  U n f o r t u n a t e l y ,  t h i s  o u t r i g h t d i s m i s s a l
o f  t h e  e x i s t e n c e  o f  c r o s s- g e n d e r  i d e n t i f i c a t i o n  d u r i n g  g a m e  p l a y , a n d  a s  a n  u n d e r l y i n g  f a c t o r
i n  t h e  s u c c e s s  o f  t h e  g a m e ,  i s  a s  c l o s e  t o  a n ana lys i s  o f  the  phenomenon  as  they  ge t .  L i ke
many  c r i t i cs ,  Casse l l  and  Jenk ins a r e  f a r  m o r e  i n t e r e s t e d  i n  c r i t i q u i n g  w h a t  t h e y  p e r c e i v e  t o
be examples o f  p a t r i a r c h a l  h e g e m o n y  t h a n  i n  a c t u a l l y  a n a l y z i n g  t h e  t e x t .  T h u s ,  I  e x a m i n e t h e
c ross  gender  i den t i f i ca t ion  be tween  the  (ma le )  aud ience  and  Lara  Cro f t . W h i l e  t h e  r e v e r s e
phenomenon,  females  ident i fy ing  wi th  male  pro tagon is ts , has  been  exp lo red ,  fo r  examp le ,  by
Constance Penley,  in  Technocul ture (1991) a n d  e l s e w h e r e ,  t h i s  s t u d y  i s  ( c u r r e n t l y )  a l o n e .  T h i s
essay both draws on p r e v i o u s  w o r k s  f o r  i t s  t h e o r e t i c a l  b a s i s  w h i l e  p r o v i d i n g  a  c h a l l e n g e  t o
t h e  c o n c e p t i o n  o f  t h e  " m a l e  g a z e "  a s  w e l l  a s  t h e  s t a b i l i t y  o f g e n d e r  a s  a  c o n s t r u c t .
<3> Admi t ted ly ,  v ideo games may appear  a t  f i rs t  g lance to  be  a  more f a n t a s t i c  a n d  ( t h e r e f o r e )
c u l t u r a l l y  l e s s  r e l e v a n t  s i t e  o f  p o p u l a r  c u l t u r e , l e t  a l o n e  m a s c u l i n i t y ,  t h a n  e v e n  t h e
carn iva lesque atmosphere of  profess ional w res t l i ng .  However ,  as  E l i zabe th  and  Geo f f rey  Lo f tus
observe,  v ideo games probably have more power than other  previous instruments o f  s o c i a l i z a t i o n
( f o r  e x a m p l e ,  T V )  t o  a f f e c t  s o c i a l i z a t i o n ,  b e c a u s e  o f t h e  h i g h l y  i n t e r a c t i v e  n a t u r e  o f  t h e
computers  that  under l ies  the games. Computers  and computer  games can l i te ra l ly  rep lace  o ther
people in many respec ts .  I ndeed  we  f i nd  some  s t r i k i ng  d i f f e rences  be tween  soc ia l i za t i on i n  t h e
v i d e o  a r c a d e s  a n d  s o c i a l i z a t i o n  i n  m o r e  t r a d i t i o n a l  s e t t i n g s .  ( 8 9 )
Fur thermore,  Fab ian  B lache and Lauren F ie lder  remind us  tha t  the  
t rend toward making game characters  seem l ike  " rea l "  people i s  i n c r e a s i n g l y  
prevalent  wi th  each year  that  passes.  Games are now seen, by  those  who  p lay  them,  as  
v i a b l e  e n t e r t a i n m e n t  i n  l i e u  o f  a c t i v i t i e s l i k e  g o i n g  t o  m o v i e s ,  s o  i t  s t a n d s  t o  
reason that games are being made l e s s  s u p e r f i c i a l  i n  s c o p e  w i t h  e a c h  i n s t a l l m e n t  o r  
genera t ion  tha t  passes . ( 1 )
More  and  more  v ideo  games  a lso  have  in te rac t i v i t y  as  a  bu i l t- i n  f e a t u r e , w h i c h  a l t e r s  t h e  
e x p e r i e n c e  f r o m  o n e  o f  p a s s i v e  v i e w i n g  t o  a c t i v e  p a r t i c i p a t i o n . T h i s  p o i n t  i s  r a i s e d  
f r e q u e n t l y  i n  r e l a t i o n  t o  t h e  v i o l e n c e  c o n t a i n e d  i n many  v ideo  games.  The  combina t ion ,  i t  i s  
assumed, leads (young) game players t o  b e c o m e  v i o l e n t  t h e m s e l v e s .  N o t  s u r p r i s i n g l y ,  t h e  t o p i c  
has become the focus  o f  mos t  ana lyses  o f  v ideo  games .  I n  t h i s  rega rd ,  E l i zabe th  and  Geo f f rey 
L o f t u s  r e m a r k  t h a t  " W h a t  a r e  n o t  u s u a l l y  c o n s i d e r e d  a r e  t h e  i n d i r e c t b e n e f i t s  t h a t  v i d e o  g a m e s  
can and do y ie ld.  These can be unexpected and enormous ly  power fu l "  (8 ) .  The  a rgument  tha t  
p layers  of  v ideo games a s s u m e  t h e  v i o l e n t  p e r s o n a l i t i e s  o f  t h e i r  o n- sc reen  counte rpar ts  
assumes a n  i d e n t i f i c a t i o n  w i t h  t h o s e  p e r s o n a e ,  b u t  t h i s  i s  a s  f a r  a s  t h e  c r i t i q u e s g o .  T h e  
n e e d  e x i s t s ,  t h e r e f o r e  t o  c o n s i d e r  t h e  n a t u r e  o f  t h e s e  i d e n t i f i c a t i o n s and what occurs when 
t h e  p l a y e r  a n d  t h e  p e r s o n a  a r e  o f  d i f f e r e n t  g e n d e r s .
<4>Analysis of  media such as video games requires a comprehensive approach.  Geof f rey  Rockwel l
suggests that  computer  games are " the mos t  popu la r  fo rm o f  f i c t i on  consumed th rough  the
c o m p u t e r ,  i f  b y  f i c t i o n , o n e  u n d e r s t a n d s  a r t i f a c t s  i n t e n d e d  t o  d e l i g h t  r a t h e r  t h a n  i n f o r m .
[Never the less ] consumpt ion  o f  compute r  games  fa r  su rpasses  tha t  o f  e lec t ron ic  tex ts  o r t h e
r e f i n e d  w o r k s  o f  h y p e r t e x t  f i c t i o n s "  ( 1 ) .  R o c k w e l l  e x p r e s s e s  s u r p r i s e t h a t  t h e  a c a d e m i c
communi ty  has  la rge ly  ignored  v ideo games as  a  s i te  o f s t u d y ,  o t h e r  t h a n  t o  p o i n t  o u t  t h e
"adolescent  audience in tended by mos t  compute r  games ,  [and ]  the  v io len t  and  sex is t  cha rac te r
of many games" ( 1 ) .  H e n r y  J e n k i n s ,  o f  M I T ,  o f f e r s  f u r t h e r  r e a s o n s  f o r  t h e  l a c k  o f  s e r i o u s
a t t e n t i o n  p a i d  t o  v i d e o  g a m e s :
I  don ' t  t h ink  the re ' s  any  ques t ion  tha t  v ideo  games  became a  med ia  scapegoa t  i n  the  
pos t- C o l u m b i n e  e r a .  I  t h i n k  t h a t  t h e r e  [ i s ]  a n e n o r m o u s  a n x i e t y  w i t h i n  t h e  c u l t u r e  
abou t  d ig i ta l  med ia  in  genera l .  Computers w e r e  n o t  a  c e n t r a l  p a r t  o f  t h e  l i v e s  o f  
t h e  c u r r e n t  g e n e r a t i o n  o f  p a r e n t s when  they  were  g row ing  up ,  bu t  t hey  a re  a  cen t ra l  
p a r t  o f  t h e  l i v e s  o f t h e i r  c h i l d r e n .  ( q t d .  i n  R u s s o  5 7 )
As ev idence of  the technophobia,  Tom Russo c i tes  a  Washington P o s t s u r v e y  c o n d u c t e d  a f t e r  t h e  
Columbine shoot ings which asked the publ ic w h a t  t h e y  t h o u g h t  w a s  a  s i g n i f i c a n t  c a u s e  o f  t h e  
shoo t ing :  "The  top a n s w e r  w a s  t h e  I n t e r n e t  ( 8 2 % ) ,  w h i l e  t h e  a v a i l a b i l i t y  o f  g u n s  w a s  c i t e d  b y 
less than 60% of  respondents"  (57) .  An of ten unacknowledged reason for academic  p re jud ice  
aga ins t  v ideo  games is ,  as  Rockwel l  observes ,  " the g e n e r a l  f a i l u r e  o f  t r a d i t i o n a l  d i s c i p l i n e s  
t o  d e a l  w i t h  g a m e s  o f  a n y  s o r t a s  a  f o r m  o f  h u m a n  e x p r e s s i o n  w o r t h y  o f  s t u d y "  ( 1 ) .  I n  h i s  o w n  
s t u d i e s , Rockwel l  suggests  a  theore t ica l  mode l  wh ich  takes  i ts  cue  f rom Marsha l l  McLuhan 's 
observa t ion : 
G a m e s  a r e  p o p u l a r  a r t ,  c o l l e c t i v e ,  s o c i a l  r e a c t i o n s t o  t h e  m a i n d r i v e  o r  a c t i o n  o f  
a n y  c u l t u r e .  G a m e s ,  l i k e  i n s t i t u t i o n s ,  a r e  e x t e n s i o n s o f  t h e  a n i m a l  o r g a n i s m .  B o t h  
games and technologies are counter- i r r i t a n t s o r  w a y s  o f  a d j u s t i n g  t o  t h e  s t r e s s  o f  
t h e  s p e c i a l i z e d  a c t i o n s  t h a t  o c c u r i n  a n y  s o c i a l  g r o u p .  A s  e x t e n s i o n s  o f  t h e  p o p u l a r  
response to the workaday s t ress ,  games  become fa i t h fu l  mode ls  o f  a  cu l tu re .  They  
inco rpora te  bo th t h e  a c t i o n  a n d  t h e  r e a c t i o n  o f  w h o l e  p o p u l a t i o n s  i n  a  s i n g l e  
dynamic image. ( 2 0 8 )
Al though computer  games were not  in  mass c i rcu lat ion at  the t ime McLuhan w a s  w r i t i n g ,  t h e y  
t a k e  h i s  a n a l o g y  t o  i t s  o b v i o u s  l i m i t :  i f  g a m e s  a r e  e x t e n s i o n s o f  o u r  s o c i a l  b o d y  i n  t h e  w a y  
mechanica l  technolog ies  are  ex tens ions o f ou r  phys ica l  bod ies ,  then  v ideo  games  a re  capab le  o f  
f u l f i l l i n g  b o t h  p a r t s o f  the  ana logy .  V ideo games are  s imul taneous ly  techno log ica l  ex tens ions 
and  soc ia l  ex tens ions ;  ac t i on  and  reac t i on  i n  one  image .  The re fo re ,  t hey demand a 
comprehensive analyt ical  approach.
<5>Ul t imate ly ,  Rockwel l  contends that  computer  games const i tu te  a meta- genre which
i n c o r p o r a t e s  o t h e r  g e n r e s  o f  f i c t i o n  a n d  p e r f o r m a n c e .  F u r t h e r , i f  o n e  s u b s t i t u t e s  i n t e r a c t i o n
f o r  d i a l o g u e ,  t h e n  M i k h a i l  B a k h t i n ' s theory  o f  the  nove l  may  be  app l ied  to  v ideo  games .  Such  a
meta- g e n r e  i s u n i f i e d  b y  w h a t  B a k h t i n  c a l l s  t h e  " c h r o n o t o p e , "  o r  t h e  " s p a t i o- temporal
exper ience created by the author"  (Rockwel l  8) .  S ince computer  games u s e  a n  i n t e r f a c e  - - t h e
j o y s t i c k ,  c o n t r o l l e r  p a d ,  s t e e r i n g  w h e e l ,  m o u s e , o r  k e y b o a r d  - - based  on  rea l- t ime exper ience
w i t h i n  a  v i r t u a l  w o r l d , Rockwel l 's  analogy seemingly  appl ies.  The development  o f  the Greek 
n o v e l ,  B a k h t i n  c l a i m s ,  r e s u l t e d  i n  a  " n e w  a n d  l a r g e  m u l t i- genred genre, o n e  w h i c h  i n c l u d e d  i n  
i t s e l f  v a r i o u s  t y p e s  o f  d i a l o g u e s ,  l y r i c a l  s o n g s , l e t t e r s ,  s p e e c h e s ,  d e s c r i p t i o n s  o f  c o u n t r i e s  
a n d  c i t i e s ,  s h o r t  s t o r i e s , a n d  s o  f o r t h .  I t  w a s  a n  e n c y c l o p e d i a  o f  g e n r e s "  ( B a k h t i n  1 9 8 1 ,  6 5 ) . 
A s  R o c k w e l l  s u g g e s t s ,  B a k h t i n ' s  p o i n t  i s  t h a t  t h e  n o v e l  i s  n o t  n e c e s s a r i l y a  g e n r e  i n  a n d  o f  
i t s e l f ,  b u t  i s  i n s t e a d  a  c o m b i n a t i o n  o f  a  n u m b e r  o f  g e n r e s i n  a  " d i a l o g i z e d  a r t i s t i c  
w h o l e "  ( 8 ) .  T h i s  m a k e s  t h e  t a s k  o f t h e  c r i t i c  m o r e  i n v o l v e d ,  f o r  " T h e  b a s i c  t a s k s  f o r  a  
s t y l i s t i c s  i n t h e  n o v e l  a r e ,  t h e r e f o r e :  t h e  s t u d y  o f  s p e c i f i c  i m a g e s  o f  l a n g u a g e s  a n d s t y l e s ;  
t h e  o r g a n i z a t i o n  o f  t h e s e  i m a g e s ;  t h e i r  t y p o l o g y  ( f o r  t h e y  a r e  e x t r e m e l y d i v e r s e ) ;  t h e  
comb ina t ion  o f  images  o f  l anguages  w i th in  the  nove l i s t i c  who le ; t h e  t r a n s f e r s  a n d  s w i t c h i n g s  
o f  l a n g u a g e s  a n d  v o i c e s ;  t h e i r  d i a l o g i c a l  i n t e r r e l a t i o n s h i p s " ( B a k h t i n  1 9 8 1 ,  5 0 ) .  T h i s  i s  n o t
t o  s a y  t h a t  a n y  c r i t i q u e  o f  v i d e o  g a m e s s h o u l d  c o n s i d e r  a l l  o f  t h e  p o s s i b l e  " a e s t h e t i c ,
per fo rmat ive ,  and a r c h i t e c t u r a l  t h e o r i e s , "  w h i c h  w o u l d  r e p r e s e n t  a  r e g r e s s i o n  i n t o  a m y r i a d  o f
gener i c  cons idera t ions  (Rockwe l l  9 ) .  To  p reven t  such  regress , Rockwe l l  sugges ts  t ha t  Bakh t i n ' s
no t ion  o f  the  chrono tope  shou ld  be t h e  u l t i m a t e  g u i d e .  I n  B a k h t i n ' s  w o r d s ,
We w i l l  g i ve  the  name chronotope ( l i t e r a l l y , " t i m e s p a c e " )  t o  t h e  i n t r i n s i c  
connectedness of temporal and s p a t i a l  r e l a t i o n s h i p s  t h a t  a r e  a r t i s t i c a l l y  e x p r e s s e d  
i n  l i t e r a t u r e .  .  . .  w e  a r e  b o r r o w i n g  i t  f o r  l i t e r a r y  c r i t i c i s m  a l m o s t  a s  a  m e t a p h o r  
( a l m o s t , b u t  n o t  e n t i r e l y ) .  W h a t  c o u n t s  f o r  u s  i s  t h e  f a c t  t h a t  i t  e x p r e s s e s  t h e 
i nsepa rab i l i t y  o f  space  and  t ime  .  .  .  We  unde rs tand  the  ch rono tope  as  a f o r m a l l y  
c o n s t i t u t i v e  c a t e g o r y  o f  l i t e r a t u r e .  ( B a k h t i n  1 9 8 6 ,  8 4 ) 
Rockwel l  no tes  that  v ideo game rev iewers  (and authors  o f  wa lks- th rough) have employed,  
unbeknownst  to  them, a  system of  categor izat ion based on t h e  r e l a t i o n s h i p  b e t w e e n  t i m e  a n d  
s p a c e .  H e  e x p l a i n s  t h a t  
a typology that  has emerged among game reviewers is  the pace of  the game ( i t s  s e n s e  
o f  t i m e )  a n d  t h e  t y p e s  o f  s e t t i n g s .  B r i e f l y ,  a c t i o n  g a m e s  a r e f a s t  p a c e d  a n d  t a k e
p l a c e  i n  s t r e s s f u l  e n v i r o n m e n t s  w h i l e  i n  a d v e n t u r e g a m e s  o n e  i s  i n  a  l a b y r i n t h  w i t h
p l e n t y  o f  t i m e  t o  s o l v e  p u z z l e s .  ( 1 0 )
Based  on  h is  read ing  o f  Bakh t in ,  Rockwe l l  fo rmu la tes  a  four fo ld  approach f o r  t h e  c r i t i c i s m  o f  
v i d e o  g a m e s .  I n  t h i s  m o d e l  t h e  c r i t i c  s h o u l d  c o n s i d e r :
1 . The  t ypes  o f  med ia  and  f i c t i on  i n teg ra ted  i n to  the  mu l t imed ia  game and  the  ways
t h e y  a r e  i n t e g r a t e d  i n t o  a n  a r t i s t i c  o r  e n t e r t a i n i n g  w h o l e .
2 .  T h e  t y p e s  o f  c h a r a c t e r s  t h a t  i n t e r a c t  i n  t h e  g a m e  w i t h  s p e c i a l  a t t e n t i o n t o  t h e
c h a r a c t e r  t h e  p l a y e r  i s  a l l o w e d  t o  d e v e l o p .
3 . T h e  t y p e s  o f  i n t e r a c t i o n s  t h a t  c a n  b e  p e r f o r m e d  i n  t h e  g a m e  w i t h  s p e c i a l
a t t e n t i o n  t o  t h e  i n t e r a c t i v e  p o s s i b i l i t i e s  f o r  t h e  p l a y e r  a n d  t h e  w a y s t h e  p l a y e r
i n t e r a c t s  w i t h  o t h e r  c h a r a c t e r s .
4 . The  chrono tope  o r  spa t io- t e m p o r a l  s e t t i n g  t h a t  p r o v i d e s  t h e  u n i t y  t o t he  game.
T h i s  i s  m o r e  t h a n  t h e  p h y s i c a l  s e t t i n g  o f  t h e  g a m e ,  i t  i n c l u d e s t h e  e x p e r i e n c e  o f
t ime and  pace  in  wh ich  the  game un fo lds .  (10)
C l e a r l y ,  t h e n ,  t h e  c o m b i n a t i o n  o f  f a s t- paced ac t ion  and puzz le  so lv ing makes act ion- adventure 
games, such as Tomb Raider,  Syphon  F i l t e r,  a n d  Per fec t  Dark,  h y b r i d s .  T h e y  r e p r e s e n t  n o t  s o  
much a separate genre as a  meta- genre ,  o f  the  t ype  Bakh t in  and  Rockwe l l  desc r ibe .  An  impor tan t 
p a r t  o f  t h e  s u c c e s s  o f  s u c h  a  f o r m u l a  r e s t s  i n  i t s  i n t e r t e x t u a l i t y ,  i t s i n c o r p o r a t i o n  o f  
f a m i l i a r  p l o t s ,  t h e m e s ,  c h a r a c t e r i z a t i o n s ,  a n d  s y m b o l s tha t  have  been bor rowed f rom o ther  
genres  or  main ta ined th roughout  the  genre . I n  t h i s  r e s p e c t ,  i t  i s  w o r t h  r e c a l l i n g  t h e  c o n c e p t  
o f  " g e n e r i c  v e r i s i m i l i t u d e , " w h i c h  d e s c r i b e s  o n e  t e x t ' s  r e l a t i o n s h i p  t o  o t h e r  m e m b e r s  o f  i t s
c l a s s .
F r o m  P i x e l  t o  P e r s o n a :  A c t i o n- Adven tu re  V ideo  Games 
<6>Al though they  do  represent  a  s ign i f i cant  sh i f t  and  advancement in  computer  games,  the  Tomb
Raider games incorporate  features  found i n  m a n y  o f  t h e i r  p r e d e c e s s o r s ,  i n  m a n y  d i f f e r e n t
genres .  The ac t ion- adventure genre  combines  the  g raph ica l  fea tu res  o f  a rcade- s ty le  games  w i th
the  scenar ios o f  r o l e- p lay ing or  adventure games such as Cast le  Wol fenste in and Doom.  Resident
E v i l  (1996) ,  re leased  s ix  months  be fo re Tomb Raider,  i n t r o d u c e d  t h i r d- person perspect ive  and
a n  o p t i o n a l f e m a l e  p r o t a g o n i s t ,  J i l l  V a l e n t i n e .  Tomb Raider represen ts  ano ther and more
i m p o r t a n t  p a r a d i g m  s h i f t  i n  t h a t  i t  w a s  " t h e  f i r s t  h i t  a c t i o n game to  use  a  rea l- t ime  3D
e n g i n e  w i t h  a  t h i r d- person perspect ive" ( R o u s e  9 ) .  O n e  o f  t h e  o t h e r  i m p o r t a n t  d i f f e r e n c e s
between Tomb Raider and  ea r l i e r  games  i s  t ha t  t he  camera  pos i t i on  necessa r i l y  mus t  change .  I n
a  f i r s t- p e r s o n  g a m e ,  t h e  c a m e r a  i s  a l w a y s  i n  t h e  r i g h t  p o s i t i o n ,  i n  w h a t f i l m  c r i t i c s  c a l l  t h e
" I- c a m e r a , "  f o r  t h e  f i r s t- p e r s o n ,  s i n g u l a r , p r o n o u n ,  p o s i t i o n .  I n  a  t h i r d- person game, the
camera has to move in  order t o  p r o v i d e  t h e  b e s t  a n g l e  f r o m  w h i c h  t o  v i e w  t h e  a c t i o n  w h i l e
always remaining w i th in  the  game wor ld .  Moreover ,  v iews f rom beh ind  Lara  Cro f t  compr ise  the
ma jo r i t y  o f  t he  game p lay  and  the  "camera  ang le "  i s  au tomat i ca l l y a d j u s t e d  t o  m a i n t a i n  t h i s
p o s i t i o n ,  a f f o r d i n g  t h e  p l a y e r  a n  e x c e l l e n t  v i e w o f  t h e  g a m e  w o r l d  a n d  t h e  p r o t a g o n i s t .  I n
f a c t ,  t h i s  f e a t u r e  o f  t h e  g a m e s e r v e s  t o  m i n i m i z e  t h e  a v a i l a b l e  v i e w s  a n d  t h e r e f o r e  t h e  e f f e c t
o f  L a r a ' s m u c h  m a l i g n e d  p h y s i q u e .  I n  a n y  c a s e ,  t h e  l a r g e s t  s i n g l e  d i f f e r e n c e  i s  t h e i n c r e a s e d
v i s i b i l i t y  o f  t h e  p r o t a g o n i s t  a c h i e v e d  t h r o u g h  t h e  i m p r o v e d  g r a p h i c s e n g i n e :  L a r a  C r o f t
becomes  a  rea l ( i s t i c )  cha rac te r  and  the  p resen ta t i on is  meant  to  mimic  c inematography.
< 7 > I n  a d d i t i o n  t o  t h e  s h i f t  o f  p e r s p e c t i v e ,  t h e  g a m e  p l a y  i n  Tomb R a i d e r  has  seve ra l  impor tan t  
changes compared to previous games. In t h i s  r e g a r d ,  t h e  m o s t  i m p o r t a n t  c h a n g e  i s  t h e  a u t o-
a i m i n g  f e a t u r e  i n  Tomb Ra ide r.  W h i l e  t h i s  p o i n t  m i g h t  s e e m  c o u n t e r- i n t u i t i v e ,  i t  d o e s  m o v e 
Tomb Raider away  f rom the  rea lm o f  the  pu re  ac t ion  "shoo t 'em u p "  a n d  i n t o  t h e  a d v e n t u r e  g e n r e .  
R ichard  Rouse  exp la ins  the  d i f fe rence : 
I n  Doom m u c h  o f  t h e  c h a l l e n g e  i s  h i t t i n g  y o u r  d e m o n i c  a d v e r s a r i e s , a n d  t h e  p l a y e r ' s  
a b i l i t y  t o  d e t e r m i n e  e x a c t l y  w h a t  [ h e  o r  s h e  i s ] s h o o t i n g  a t  i s  k e y  t o  t h i s  s t y l e  o f  
game p lay .  When the  p layer  is  no  longer s e e i n g  t h r o u g h  t h e  e y e s  o f  [ h i s  o r  h e r ]  g a m e  
wor ld character ,  a iming becomes m u c h  m o r e  d i f f i c u l t  a n d  c o u n t e r i n t u i t i v e ,  a n d  a  
change to  a  s ty le  o f  game p lay  i n  wh ich  a im ing  i s  no t  so  cen t ra l  becomes  necessa ry .  
( 9- 1 0 ) 
R e s i d e n t  E v i l , i n  s p i t e  o f  i t s  t h i r d- person  perspec t i ve ,  has  g rea te r a f f i n i t i e s  w i t h  a c t i o n  
" s h o o t e r s "  l i k e Doom.  I t s  c a t e g o r i z a t i o n i n  a  d i f f e r e n t  g e n r e ,  " s u r v i v a l  h o r r o r , "  w h i c h  i t  i s  
s a i d  t o h a v e  i n i t i a t e d ,  r e f l e c t s  t h e  d i s t i n c t i o n  ( Z D N e t ) .  I n s t e a d  o f  e x t r a- t e r r e s t r i a l 
m u t a n t s ,  p l a y e r s  o f  Res iden t  Ev i l ( a n d  t h e  c h a r a c t e r s  t h e y  c o n t r o l ) must  e l iminate  zombies  and 
o ther  monsters  bor rowed f rom hor ror  mov ies .  In c o n t r a s t ,  Tomb Raider i s 
m o r e  o f  a n  a c t i o n  a d v e n t u r e ,  w i t h  t h e  p l a y e r  n e e d i n g  t o  f i g u r e  o u t  p u z z l e s , a n d  
d i v i n e  m e a n s  o f  a t t a i n i n g  d i f f i c u l t  t o  r e a c h  p o s i t i o n s .  T h o u g h  Tomb R a i d e r  h a s  i t s  
fas t  ac t ion  moments ,  these  are  separa ted  by  long  puzz le- s o l v i n g passages. However,  
t he  sw i t ch  f rom pure  ac t ion  to  ac t ion  adven tu re  was not  done mere ly  because the 
d e v e l o p e r s  f e l t  l i k e  i t ;  t h e  r e m o v e d  v i e w o f  a  t h i r d- person  game lends  i t se l f  more  
t o  n a v i g a t i n g  t h e  p l a y e r ' s s u r r o g a t e  t h r o u g h  t h e  w o r l d  i n s t e a d  o f  a i m i n g  a n d  
s h o o t i n g  i t s  i n h a b i t a n t s . (Rouse 9)
I t  i s  n o t  u n t i l  Tomb Raider:  The Last  Revelat ion,  t h e  f o u r t h  g a m e i n  t h e  s e r i e s ,  t h a t  t h e  
p l a y e r  h a s  t h e  o p t i o n  o f  a i m i n g  L a r a ' s  g u n s . I n  t h e  t h i r d- p e r s o n  p e r s p e c t i v e ,  i t  i s  i n c r e d i b l y  
d i f f i c u l t  t o  d o  s o .  T h e na tu re  o f  the  game- p l a y  r e i n f o r c e s  t h e  c i n e m a t i c  s t y l e  o f  p r e s e n t a t i o n  
by chang ing  the  na tu re  o f  what  game deve lopers  ca l l  "p layer  immers ion , " o r  t h e  w a y  i n  w h i c h  
the  p layer  i s  d rawn in to  the  game wor ld .  Aga in  Rouse a d d s  i n s i g h t :
By  be ing  ab le  to  v iew the i r  su r roga te  per fo rming  the  ac t ions  they  command, p l a y e r s  
i n t u i t i v e l y  r e a l i z e  t h a t  t h e  c h a r a c t e r  d o i n g  a l l  t h o s e  c o o l  m o v e s i s  v e r y  m u c h  n o t  
t h e m .  I n  a  f i r s t- pe rson  game,  the  p layer  sees  the i r  ac t ions ( s i c )  c a r r i e d  o u t  b y  t h e  
movement of  the camera through the world as viewed b y  t h e i r  ( s i c )  c h a r a c t e r .  T h u s  
the  p layer  i s  more  d rawn in to  the  game a n d  m i g h t  - - f o r  b r i e f  m o m e n t s  i n  t i m e  - - 
e v e n  t h i n k  t h e y  ( s i c ) a c t u a l l y  a r e  i n  t h e  g a m e  w o r l d .  ( 1 0 )
A s  p r e v i o u s l y  s t a t e d ,  i n  a  f i r s t- person game,  l i ke Doom,  t h e  p l a y e r s e e s  t h r o u g h  t h e  e y e s  o f  
t h e  c h a r a c t e r  a n d  i t  i s  t h e r e f o r e  m u c h  e a s i e r  t o become immersed in  the game.  A s imi lar  
techn ique is  used in  more benevo lent g a m e s ,  f o r  i n s t a n c e  i n F l i g h t  S i m u l a t o r,  i n  o r d e r  t o  g i v e  
t h e  p l a y e r t h e  s e n s e  t h a t  h e  o r  s h e  i s  r e a l l y  a t  t h e  c o n t r o l s .
< 8 > I n  a  f i r s t- p e r s o n  g a m e ,  t h e  p l a y e r ,  f o r  a l l  i n t e n t s  a n d  p u r p o s e s , i s  t h e  c h a r a c t e r ;  i n  a  
t h i r d- person game, the distance between player and c h a r a c t e r  r e m o v e s  t h i s  p o s s i b i l i t y .  A s  w i t h  
TV  and  mov ies ,  the  p layer  i s i n v i t e d  t o  i d e n t i f y  w i t h  t h e  c h a r a c t e r  r a t h e r  t h a n  b e c o m e  t h e  
c h a r a c t e r . A s  T o b y  G a r d ,  o n e  o f  t h e  o r i g i n a l  d e s i g n e r s  o f  Tomb Raider sugges ts ,  
G e n e r a l l y  s p e a k i n g ,  i f  i t ' s  t h i r d- person,  then  you ' re  watch ing a n d  c o n t r o l l i n g  a  
c h a r a c t e r  e x t e r n a l  t o  y o u r s e l f .  T h i s  a l l o w s  u s  t o  g i v e t h a t  c h a r a c t e r  m o r e  
p e r s o n a l i t y  o f  t h e i r  ( s i c )  o w n ,  a n d  t h e  p l a y e r ,  s u i t a b l y d i s t a n c e d ,  d o e s n ' t  f i n d  i t  
d isconcer t ing when the character  does t h i n g s  o f  i t s  o w n  a c c o r d .  I n  a  f i r s t- person 
game you  can ' t  do  tha t b e c a u s e  y o u ' r e  m e a n t  t o  b e  t a k i n g  o n  t h a t  r o l e ,  a n d  a s  a  
p l a y e r y o u  e x p e c t  t o  p u t  a l l  t h e  p e r s o n a l i t y  o f  t h a t  c h a r a c t e r  i n  y o u r s e l f .  ( q t d . i n  
Rouse 10)
I n d e e d ,  t h e  p l a y e r  i s  n o t  o n l y  " s u i t a b l y  d i s t a n c e d "  f r o m  t h e c h a r a c t e r  i n  a  g a m e  t h a t  u s e s  a  
t h i r d- p e r s o n  p e r s p e c t i v e ,  t h e  p l a y e r  i s  a l s o a t  a  g r e a t e r  d i s t a n c e  f r o m  t h e  g a m e  w o r l d .  
A l t h o u g h  t h e  p l a y e r  s t i l l  g u i d e s t h e  p r o t a g o n i s t  a r o u n d  t h r o u g h  t h e  v a r i o u s  l e v e l s  o f  t h e  
game, the view- p o i n t f o r  t h e  g a m e  i s  a n a l o g o u s  t o  t h a t  o f  f i l m  o r  t e l e v i s i o n .  I n t e r e s t i n g l y ,  
i n t h e  l a t e s t  i n s t a l l m e n t ,  Tomb Raider:  The Last  Revelat ion,  t h e  d e s i g n e r s i n c l u d e d  f i r s t-
person perspect ives  when Lara  per forms cer ta in  func t ions ,  such a s  l o o k i n g  t h r o u g h  b i n o c u l a r s  
o r  t h e  s c o p e  o f  a  c r o s s- bow. However,  she is s u c h  a  w e l l- e s t a b l i s h e d  c h a r a c t e r  - - d u e  t o  
p rev ious  games,  the  a t ten t ion s h e  r e c e i v e s ,  a n d  t h e  p r i m a r i l y  t h i r d- p e r s o n  p e r s p e c t i v e  i n  t h e  
r e s t  o f  t h e game(s)  - - t h a t  i t  w i l l  b e  d i f f i c u l t  f o r  p l a y e r s  t o  b e l i e v e  t h a t  t h e y a r e  L a r a  
C r o f t .  T h e y  d o  n o t  s h a r e  h e r  p e r s o n a l i t y  o r  h e r  g e n d e r  b u t  i n s t e a d s h a r e  h e r  p o i n t- o f- v i e w .  
W h i l e  t h e i r  d i s t a n t i a t i o n  i s  s t i l l  m a i n t a i n e d  i n t h e  n e w e s t  e d i t i o n ,  t h e  i m m e r s i o n  o f  t h e  
p l a y e r s  i s  g r e a t e r ,  w h i c h  r e s u l t s i n  a n  i n c r e a s e d  i d e n t i f i c a t i o n  w i t h  t h e  p r o t a g o n i s t .  
" B i g g e r  A c t i o n ,  B e t t e r  O u t f i t s : "  F i l m  T h e o r y  a n d  V i d e o Games 
<9>The  in f l uence  o f  f i lm  on  the  an imat ion  in  compute r games should not  be under- e s t i m a t e d .  
F o r  e x a m p l e ,  i n  The Last Express,  des igner  Jo rdan  Mechner  admi ts  tha t  he  t r i ed  to  m im ic  the  
f i l m i n g  t e c h n i q u e s u s e d  i n  H i t c h c o c k ' s  Rear Window ( R o u s e  1 1 ) .  Tomb Raider' s c r e a t o r s  
s i m i l a r l y  i n t e n d e d  t o  a n i m a t e  t h e  g a m e  a s  i f  i t  w e r e  b e i n g  f i l m e d . T h u s ,  i t  i s  e n t i r e l y  
l og i ca l  t o  app ly  me thods  and  theo r ies  adap ted  f rom c r i t i c i sms o f  f i l m  a n d  s p e c t a t o r s h i p  t o  
ana lyze  a  game l i ke  Tomb Raider and a  c h a r a c t e r  l i k e  L a r a  C r o f t .  T h e  m o s t  i n f l u e n t i a l  o f  t h e  
c r i t i c a l  a p p r o a c h e s f o r  t h e  c o n s i d e r a t i o n  o f  g e n d e r  i n  f i l m  i s  L a u r a  M u l v e y ' s  c r i t i q u e  o f w h a t  
has  come to  be  known as  the  "male  gaze, "  in  her  essay ,  "V isua l P leasure  and  Nar ra t i ve  
C inema"  (1989) .  Accord ing  to  Mulvey,  there  are t w o  c o n t r a d i c t o r y  a s p e c t s  o f  l o o k i n g  i n  
convent ional  c inema:
T h e  f i r s t ,  s c o p o p h i l i c ,  a r i s e s  f r o m  p l e a s u r e  i n  u s i n g  a n o t h e r  p e r s o n  a s a n  o b j e c t  o f  
sexua l  s t imu la t ion  th rough s igh t .  The  second,  deve loped th rough n a r c i s s i s m  a n d  t h e  
c o n s t i t u t i o n  o f  t h e  e g o ,  c o m e s  f r o m  i d e n t i f i c a t i o n  w i t h t h e  i m a g e  s e e n .  T h u s ,  i n  
t e r m s ,  o n e  i m p l i e s  a  s e p a r a t i o n  o f  t h e  e r o t i c  i d e n t i t y f r o m  t h e  o b j e c t  o n  t h e  s c r e e n  
( a c t i v e  s c o p o p h i l i a ) ,  t h e  o t h e r  d e m a n d s  i d e n t i f i c a t i o n o f  t h e  e g o  w i t h  t h e  o b j e c t  o n  
t h e  s c r e e n  t h r o u g h  t h e  s p e c t a t o r ' s  f a s c i n a t i o n w i t h  a n d  r e c o g n i t i o n  o f  h i s  l i k e .  T h e  
f i r s t  i s  a  f u n c t i o n  o f  t h e  s e x u a l i n s t i n c t s ,  t h e  s e c o n d  o f  e g o  l i b i d o .  ( 1 8 )
In  "V isua l  P leasure , "  Mu lvey  cons iders  on ly  ma le- cen t red  fo rms. T h e  p r i m a r y  r e a s o n  f o r  t h i s  i s  
t ha t  " i n  a  wo r ld  o rde red  by  sexua l  imba lance , p l e a s u r e  i n  l o o k i n g  h a s  b e e n  s p l i t  b e t w e e n  
act ive /male  and pass ive/ female" ( M u l v e y  1 9 ) .  T h e  s p l i t  b e t w e e n  a c t i v e  a n d  p a s s i v e  r o l e s  
reduces female characters t o  t w o  r o l e s .  T h e y  a r e  e i t h e r  e r o t i c  o b j e c t s  f o r  t h e  c h a r a c t e r s  o n  
the  screen o r  t h e y  a r e  e r o t i c  o b j e c t s  f o r  t h e  s p e c t a t o r s .  T h i s  c r i t i q u e ,  n o t  s o  m u c h o f  
c inema,  bu t  o f  t he  pa t r i a rcha l  appara tus  tha t  Mu lvey  pe rce ives  as  be ing b e h i n d  i t s  p r o d u c t i o n ,  
h a s  c o n t r i b u t e d  t o  a  s u b s t a n t i a l  b o d y  o f  s c h o l a r s h i p f o r  t h e  l a s t  t w e n t y- f i v e  y e a r s  a n d  h a s  
on ly  recen t l y  come to  be  ques t ioned . 
<10>Although he wants to analyze Tomb Raider a n d  i t s  p r o t a g o n i s t i n  t e r m s  o f  t h e  g a z e ,  S t e v e
Sp i t t l e  admi t s  t ha t  t he  game  "o f fe rs  a  much more  amb iva len t  exper ience"  fo r  wh ich  the  gaze  i s
unab le  to  accoun t . S p i t t l e  e x p l a i n s  t h a t
The ambivalence in  Tomb Raider l i e s  i n  t h e  u n u s u a l  t e n s i o n  b e t w e e n i t s  b a s i s  i n  t h e  
m a l e  g a z e  a n d  i t s  s i m u l t a n e o u s  i d e n t i f i c a t i o n  w i t h  a n  a c t i v e f e m a l e  p r o t a g o n i s t .  
That  my female  s tudents  fe l t  empowered by,  and a t t rac ted t o ,  Tomb Raider s u g g e s t s  i t  
d o e s  m a r k  a  s h i f t  i n  c o n c e p t i o n s  o f s u b j e c t i v i t y  a n d  i d e n t i t y .  H o w e v e r ,  t h i s  s h i f t  
i s  n o t  t o t a l  a n d  s t i l l  a p p e a r s t o  b e  r o o t e d  i n  e x i s t i n g  g e n d e r  d e f i n i t i o n s .  ( 9 )
L a r a  C r o f t  i s  n o t  j u s t  t h e  o n l y  f e m a l e ,  s h e  i s  t h e  o n l y  p r o t a g o n i s t  i n  e v e r y v e r s i o n  o f  Tomb 
Raider.  S i n c e  h e r  p r i m a r y  r o l e  w i t h i n  t h e  n a r r a t i v e s t r u c t u r e  o f  t h e  g a m e  i s  t o  k i l l  t h e  b a d  
g u y s  a n d  m o n s t e r s ,  L a r a  C r o f t  f i t s t h e  b a s i c  p r o f i l e  o f  a  c h a r a c t e r  t r a d i t i o n a l l y  f o u n d  i n  
h o r r o r  f i l m s :  
t h e  i m a g e  o f  t h e  d i s t r e s s e d  f e m a l e  m o s t  l i k e l y  t o  l i n g e r  i n  t h e  m e m o r y .  .  .  t h e  o n e  
w h o  d i d  n o t  d i e :  t h e  s u r v i v o r ,  o r  F i n a l  G i r l .  S h e  i s  t h e  o n e who encounters  the  
m u t i l a t e d  b o d i e s  o f  h e r  f r i e n d s  a n d  p e r c e i v e s  t h e  f u l l e x t e n t  o f  t h e  r e c e d i n g  h o r r o r  
and  o f  he r  own  pe r i l ;  who  i s  chased ,  co rne red , wounded; whom we see scream, stagger, 
f a l l ,  r i s e ,  a n d  s c r e a m  a g a i n .  ( C l o v e r 1987 ,  200)
I n  a d d i t i o n ,  t h e  F i n a l  G i r l  i s  " p r e s e n t e d  f r o m  t h e  o u t s e t  a s  t h e  m a i n c h a r a c t e r .  T h e  p r a c t i c e d  
v iewer  d i s t i ngu i shes  he r  f rom he r  f r i ends  m inu tes i n t o  t h e  f i l m .  S h e  i s  t h e  g i r l  s c o u t ,  t h e  
bookworm, the mechanic.  Unl ike [o ther g i r l s ]  s h e  i s  n o t  s e x u a l l y  a c t i v e "  ( C l o v e r  1 9 8 7 ,  2 0 4 ) .  
T h i s  a s p e c t  o f L a r a ' s  l i f e  i s  d o c u m e n t e d  i n  t h e  o f f i c i a l  b i o g r a p h y  C o r e  D e s i g n  r e l e a s e d i n  
1999 .  Ra the r  than  s tay  w i th  he r  fam i l y ,  "An  adven tu rous  sou l ,  La ra f o u n d  t h e  i d e a  o f  b e i n g  
s e n t  a w a y  f r o m  h o m e  a n  e x c i t i n g  p r o s p e c t .  .  .  .  P r e f e r r i n g h e r  o w n  c o m p a n y  t o  t h a t  o f  o t h e r s ,  
L a r a  w o u l d  o f t e n  t a k e  o f f  a t  d a w n ,  r e t u r n i n g o n l y  a t  n i g h t f a l l  f o r  s u p p e r "  ( W a l k  1 0 3 ) .  I n  
f a c t ,  a s  i s  r e p o r t e d  o n the Canadian Broadcast ing Corporat ion 's  program, Undercurrents,  t h e  
makers  and  c rea to rs  o f  La ra  Cro f t  and  Tomb Raider were approached b y  a d v e r t i s e r s  f o r  a  
femin ine  hyg iene  p roduc t .  Lara 's  hand le rs  re fused t o  a l l o w  h e r  i m a g e  t o  a p p e a r  i n  t h e  a d s  
p a r t l y  f o r  f e a r  t h a t  i t  w o u l d  a l i e n a t e h e r  l a r g e l y  m a l e  f o l l o w i n g ,  b u t  p a r t l y  o u t  o f  f e a r  t h a t  
i t  w o u l d  a l t e r  t h e i m a g e  o f  t h e i r  s t a r .  A s  w e l l ,  L a r a  c o n d u c t s  a l l  o f  h e r  a r c h a e o l o g i c a l  
exped i t ions a l o n e ,  e x c e p t  f o r  t h e  f i r s t  t w o  l e v e l s  o f  t h e  f o u r t h  i n s t a l l m e n t ,  Tomb R a i d e r :  T h e  
Las t  Reve la t ion ( 2 0 0 0 ) .  I n i t i a l l y ,  s h e  i s  a c c o m p a n i e d  d u r i n g t h e  t r a i n i n g  l e v e l  b y  P r o f .  v o n  
Croy ,  o f  whom more  w i l l  be  sa id ,  and  i n  t he second leve l  she has an Egypt ian  gu ide who 
eventua l ly  runs away,  screaming. N e i t h e r  o f  t h e s e  i s  a  s u i t a b l e  p a r t n e r ,  i n  a n y  s e n s e ,  f o r  
Lara .  Whi le  she i s  p a r t l y  a  s e x u a l  o b j e c t ,  s h e  i s  a n  u n a t t a i n a b l e  o b j e c t .  
<11> Moreover ,  i n  t he  mos t  recen t  re lease  in  the  Tomb Raider s e r i e s ,  L a r a ' s  n o n- sexual  image
is  fu r thered  by  the  open ing  sequence i n  w h i c h  s h e  i s  d e p i c t e d  a t  t h e  a g e  o f  s i x t e e n .  S h e
appears  a long wi th  her men to r ,  P ro f .  Werner  von  Croy ,  who  a lso  se rves  to  re in fo rce  the  non-
s e x u a l , " l o o k  d o n ' t  t o u c h , "  n a t u r e  o f  t h e  r e l a t i o n s h i p  b e t w e e n  L a r a and  her  aud ience  by
a s s u m i n g  a  p r o t e c t i v e ,  f a t h e r l y ,  r o l e  i n  t h e  i n i t i a l  s e q u e n c e s . I n  c o n t r a s t ,  a c c o r d i n g  t o
M u l v e y ,  i n  a n  a n a l y s i s  S p i t t l e  ( a n d  o t h e r s )  w o u l d l i k e  t o  a p p l y  t o  Tomb Raider,  t h e
presentat ion begins wi th the woman a s  t h e  o b j e c t  o f  t h e  c o m b i n e d  g a z e  o f  t h e  m a l e  s p e c t a t o r
and male protagonis t a l i k e  a n d  " B y  m e a n s  o f  i d e n t i f i c a t i o n  w i t h  [ t h e  p r o t a g o n i s t ] ,  t h r o u g h
p a r t i c i p a t i o n  i n  h i s  p o w e r ,  t h e  s p e c t a t o r  c a n  i n d i r e c t l y  p o s s e s s  h e r  t o o " ( M u l v e y  2 1 ) .  T h i s
ana lys is  i s  based  on  the  p remise  o f  a  ma le  spec ta to r  who i d e n t i f i e s  w i t h  a  m a l e  p r o t a g o n i s t
s imply  and whol ly  because they are  both ma le .  The  spec ta to r ,  t hen ,  canno t  "possess "  t he
pro tagon is t  and c a n n o t  i d e n t i f y  w i t h  t h e  f e m a l e  f i g u r e .  Y e t  i t  i s  p r e c i s e l y  t h e  f e m a l e
p r o t a g o n i s t w i t h  w h o m  t h e  p l a y e r  o f  Tomb Raider i den t i f i es  and  i n  whose  power h e  ( o r  s h e )
p a r t i c i p a t e s .
<12>Par t  o f  the  prob lem wi th  Mulvey 's  fo rmula t ion  ar ises  because s h e  a t t r i b u t e s  a l l  o f  t h e
power  in  a  g iven  scene  to  the  ma le  p ro tagon is t  and t h e  m a l e  s p e c t a t o r s  o n  t h e  b a s i s  o f  g e n d e r .
She does not  consider  power to be  a  separa te  ca tegory  o f  ana lys i s  because  she  sees  i t  as  be ing
p a r t  o f  a n d determined by  gender .  Sean Nixon neat ly  summar izes what  is  lack ing in  Mulvey 's
c r i t i q u e :
H i s t o r i c a l  a n d  s o c i a l  f a c t o r s  w h i c h  d e t e r m i n e  i d e n t i t y  a r e  - - i n  t h e e n d  - - reduced  
t o  t h e  c a l c u l u s  o f  p s y c h o s e x u a l  s t r u c t u r e s .  I n  a d d i t i o n , the  emphas is  on  
psychosexua l  s t ruc tures  produces a  reduct ive  account  o f i d e n t i t y  c o n c e i v e d  
f u n d a m e n t a l l y  i n  t e r m s  o f  s e x u a l  d i f f e r e n c e .  I n  o t h e r words ,  psychoana lys is  
p r i v i l e g e s  a c q u i s i t i o n  o f  g e n d e r  a n d  s e x u a l  i d e n t i t y a s  t h e  b e d r o c k  o f  i d e n t i t y .  
O the r  de te rm inan ts  upon  iden t i t y  ( such  as  c lass ) a r e  e f f e c t i v e l y  s i d e l i n e d .  ( 3 2 1 )
S i n c e  g e n d e r  i s  t h e  " b e d r o c k  o f  i d e n t i t y , "  i t  i s  p e r m a n e n t l y f i x e d .  S i n c e  g e n d e r  i s  f i x e d ,  t h e  
pos i t ions  o f  men and women are  f i xed.  There fore , Mu lvey  adds  tha t  i n  psychoana ly t i c  te rms ,
the female  f igure  poses a  deeper  prob lem.  She a lso connotes someth ing that t h e  l o o k  
c o n t i n u a l l y  c i r c l e s  a r o u n d  b u t  d i s a v o w s :  h e r  l a c k  o f  a  p e n i s ,  i m p l y i n g a  t h r e a t  o f  
cas t ra t ion  and  hence ,  unp leasure .  U l t ima te ly ,  the  mean ing  o f woman is  sexual  
d i f f e r e n c e ,  t h e  v i s u a l l y  a s c e r t a i n a b l e  a b s e n c e  o f  t h e  p e n i s , t h e  m a t e r i a l  e v i d e n c e  
on  wh ich  i s  based  the  cas t ra t ion  comp lex  essen t ia l f o r  t h e  o r g a n i s a t i o n  o f  e n t r a n c e  
t o  t h e  s y m b o l i c  o r d e r  a n d  t h e  l a w  o f  t h e fa the r .  Thus  the  woman as  i con ,  d i sp layed  
fo r  the  gaze  and  en joyment  o f m e n ,  t h e  a c t i v e  c o n t r o l l e r s  o f  t h e  l o o k ,  a l w a y s  
th rea tens  to  evoke  the  anx ie t y i t  o r i g i n a l l y  s i g n i f i e d .  ( 2 1 )
However ,  Lara Crof t 's  over t ly  femin ine appearance immediate ly  prob lemat izes t h i s  t y p e  o f  
ana lys i s  when  coup led  w i th  he r  dex te r i t y  i n  pe r fo rm ing  tasks t h a t  a r e  s t e r e o t y p i c a l l y  m a l e  a s  
w e l l  a s  h e r  i n s e r t i o n  i n t o  a  n a r r a t i v e  f o r m u l a t h a t  h a s  b e e n  h i s t o r i c a l l y  m a l e .  S h e  i s  n e v e r  a  
p a s s i v e  o b j e c t ,  b u t  i s  i n s t e a d a n  a c t i v e  ( a n d  v i o l e n t )  a g e n t .  T h e  c a m e r a  d o e s  f o l l o w  h e r  
a r o u n d ,  b u t  i t  i s in  response to  her  movements .  The p layer  d i rec ts  those movements ,  but  Lara 's 
a c t i o n s  a r e  l i m i t e d  a n d  d e f i n e d  b y  t h e  a r t i f i c i a l  i n t e l l i g e n c e  b u i l t  i n t o t he  game.  
<13>Mulvey  ma in ta ins  tha t  the  ma le  p ro tagon is t  i s  the  on- screen surrogate o f  t h e  ( m a l e )
v iewer .  Th is  i s  made poss ib le ,  she  says  " th rough the  p rocesses s e t  i n  m o t i o n  b y  s t r u c t u r i n g
t h e  f i l m  a r o u n d  a  m a i n  c o n t r o l l i n g  f i g u r e  w i t h whom the  spec ta to r  can  i den t i f y "  (20 ) .  However ,
such  a  pos i t i on ,  based a s  i t  i s  o n  t h e  s t u d y  o f  o n l y  H i t c h c o c k  a n d  v o n  S t e r n b e r g ,  i s  
reduc t i ve .  John E l l i s  o f f e r s  a  m o r e  n u a n c e d  a p p r o a c h  t o  i d e n t i f i c a t i o n ,  i n v o l v i n g  t w o  
d i f f e r e n t t e n d e n c i e s :
F i r s t ,  t h e r e  i s  t h a t  o f  d r e a m i n g  a n d  f a n t a s y  t h a t  i n v o l v e s  t h e  m u l t i p l e a n d  
c o n t r a d i c t o r y  t e n d e n c i e s  w i t h i n  t h e  c o n s t r u c t i o n  o f  t h e  i n d i v i d u a l . S e c o n d ,  t h e r e  i s  
t h e  e x p e r i e n c e  o f  n a r c i s s i s t i c  i d e n t i f i c a t i o n  w i t h  t h e image  o f  a  human f igu re  
perce ived as  o ther .  Both  these processes are  invoked i n  t h e  c o n d i t i o n s  o f  
en ter ta inment  c inema.  The specta tor  does  not  there fore " i d e n t i f y "  w i t h  t h e  h e r o  o r  
h e r o i n e :  a n  i d e n t i f i c a t i o n  t h a t w o u l d ,  i f  p u t  i n  i t s  c o n v e n t i o n a l  s e n s e ,  i n v o l v e  
soc ia l l y  cons t ruc ted  ma les i d e n t i f y i n g  w i t h  m a l e  h e r o e s ,  a n d  s o c i a l l y  c o n s t r u c t e d  
f e m a l e s  i d e n t i f y i n g wi th  women hero ines.  (43)
Heroes  a re  no t  a lways  in  con t ro l  no r  a re  they  a lways  ma le .  For  example ,  the same can be sa id  
o f  t h e  s p e c t a t o r .  E l l i s  e l a b o r a t e s :
T h e  s i t u a t i o n  i s  m o r e  c o m p l e x  t h a n  t h i s ,  a s  i d e n t i f i c a t i o n  i n v o l v e s  b o t h t h e  
r e c o g n i t i o n  o f  s e l f  i n  t h e  i m a g e  o n  t h e  s c r e e n ,  a  n a r c i s s i s t i c  i d e n t i f i c a t i o n , a n d  
t h e  i d e n t i f i c a t i o n  o f  s e l f  w i t h  t h e  v a r i o u s  p o s i t i o n s  t h a t  a r e  i n v o l v e d i n  t h e  
f i c t i o n a l  n a r r a t i o n :  t h o s e  o f  h e r o  a n d  h e r o i n e ,  v i l l a i n ,  b i t- p a r t p l a y e r ,  a c t i v e  a n d  
p a s s i v e  c h a r a c t e r .  I d e n t i f i c a t i o n  i s  t h e r e f o r e  m u l t i p l e a n d  f r a c t u r e d ,  a  s e n s e  o f  
s e e i n g  t h e  c o n s t i t u e n t  p a r t s  o f  t h e  s p e c t a t o r ' s own psyche paraded before  her  or  
h i m .  ( 4 3 )
In  many  genres ,  such  as  wes te rns  and  p ro fess iona l  w res t l i ng ,  t he  he ro  osc i l l a tes f r o m  b e a t e r  
to  bea ten .  Based  on  Mu lvey ' s  p remise  th i s  requ i res  e i the r m u l t i p l e  c h a n g e s  i n  a l l e g i a n c e ,  s o  
t h a t  t h e  v i e w e r  a l w a y s  a l i g n s  w i t h  t h e v i c t o r .  T h i s  w o u l d  r e q u i r e  r a p i d  c h a n g e s  i n  
i d e n t i f i c a t i o n ;  c h a n g e s  t o o  r a p i d t o  b e  f e a s i b l e .  A d d i t i o n a l l y ,  t h e  m a l e  a s  t h e  f o c u s  o f  t h e  
gaze ,  w i th  a  fema le c o n t r o l l i n g  t h e  g a z e ,  c o m m o n l y  o c c u r s  i n  s p o r t s  f i l m s  ( w h i c h  t y p i c a l l y  
f e a t u r e female  coaches  o r  owners )  and  adver t i sements  fo r  c lo thes  o r  cosmet ics  ( fo r men). When 
invo lved  in  a  v ideo  game,  the  p layer  can  spend  hours  v iew ing  no t j u s t  t h e  f e m a l e ' s  b o d y ,  b u t  
a lso  her  perspec t i ve ,  and  we  know tha t  the c o n s t i t u e n t  p a r t s  o f  s o c i a l l y  c o n s t r u c t e d  m a l e s  
i n c l u d e  t h o s e  t h a t  a r e  f e m i n i n e .
<14> I f  she  i s  asked  to  pe r fo rm  a  task  she  i s  i ncapab le  o f  comp le t i ng o r  w h i c h  i s  n o t  p o s s i b l e  
a t  t h a t  p o i n t  i n  t h e  g a m e ,  L a r a  C r o f t  r e s p o n d s  w i t h a n  e m p h a t i c  " N o ! "  I n  t h e  t e r m s  o f  t h e  
game,  Lara has u l t imate s a y  a n d  t h e r e f o r e  u l t i m a t e  c o n t r o l  o v e r  w h a t  h a p p e n s .  T r u e ,  t h e  
programmers c r e a t e d  h e r  l i m i t s ,  b u t  f o r  t h e  p r a c t i c a l  p u r p o s e s  o f  p l a y i n g  t h e  g a m e ,  t h e o n-
s c r e e n  f i g u r e  ( a n d  h e r  c a p a b i l i t i e s )  d i c t a t e  t h e  r e a l m  o f  p o s s i b l e  m o v e m e n t s a n d  p o s s i b l e  
e v e n t s .  L a r a  C r o f t  i s  n o t  t h e  f i g u r e  L a u r a  M u l v e y  d e s c r i b e s  i n t h e  i n t r o d u c t i o n  t o  h e r  f a m o u s  
e s s a y :  
To  summar i ze  b r i e f l y :  t he  f unc t i on  o f  woman  i n  f o rm ing  the  pa t r i a r cha l unconsc ious 
i s  t w o f o l d :  s h e  f i r s t l y  s y m b o l i z e s  t h e  c a s t r a t i o n  t h r e a t  b y h e r  r e a l  l a c k  o f  a  p e n i s  
a n d  s e c o n d l y  t h e r e b y  r a i s e s  h e r  c h i l d  i n t o  t h e s y m b o l i c .  .  .  . W o m a n  t h e n  s t a n d s  i n  
p a t r i a r c h a l  c u l t u r e  a s  a  s i g n i f i e r  f o r t h e  m a l e  o t h e r ,  b o u n d  b y  a  s y m b o l i c  o r d e r  i n  
wh ich  man  can  l i ve  ou t  h i s fan tas ies  and obsess ions  th rough l ingu is t ic  command by  
imposing them on t h e  s i l e n t  i m a g e  o f  w o m a n  s t i l l  t i e d  t o  h e r  p l a c e  a s  b e a r e r ,  n o t  
maker, o f  mean ing .  (14- 1 5 ) 
Unques t ionab ly ,  La ra  Cro f t  l acks  a  pen is ,  bu t  does  no t  au tomat i ca l l y  rep resen t t h e  t h r e a t  o f  
c a s t r a t i o n .  I n s t e a d ,  b e c a u s e  o f  t h e  s t r u c t u r e  o f  t h e  g a m e ,  L a r a r e p r e s e n t s  t h e  o b v i a t i o n  o f  
c a s t r a t i o n ,  f o r  y o u  c a n n o t  c a s t r a t e  t h a t  w h i c h c a n n o t  b e  c a s t r a t e d  o r  i s  a l r e a d y  c a s t r a t e d .  
T h e  f a c t  t h a t  L a r a  i s  n o t  s e x u a l l y a c t i v e  m e a n s  t h a t  s h e  w i l l  n o t  ( b e  a b l e  t o )  r a i s e  a  c h i l d  
i n t o  t h e  p a t r i a r c h a l o r d e r ,  e v e n  i f  t h e  p l a y e r  o f  t h e  g a m e  i s  a  m a l e .  S h e  w i l l  n o t ,  a s  M u l v e y  
ma in ta ins , " [ t u r n ]  h e r  c h i l d  i n t o  t h e  s i g n i f i e r  o f  h e r  o w n  d e s i r e  t o  p o s s e s s  a p e n i s "  ( 1 4 ) .  
Fu r the rmore ,  she  does  no t  l ack  a  pha l lus .  In  the  game, t h e  p h a l l u s  - - p r o p e r l y  s p e a k i n g  i t  i s  
n o t  a  p e n i s  i n  t h e  f i r s t  p l a c e - - o r  L a w  o f  t h e  F a t h e r ,  i s  r e p r e s e n t e d  b y  L a r a ' s  g u n ( s )  a n d ,  
more f r e q u e n t l y ,  L a r a ' s  a b i l i t y  t o  s o l v e  t h e  r e q u i r e d  r i d d l e s .  T h e  l a t t e r f o r m ,  e s p e c i a l l y ,  
s i g n i f i e s  n o t  s e r v i t u d e ,  b u t  r a t h e r  a  m a s t e r y  o v e r  t h e  S y m b o l i c O r d e r .  
<15>As the game progresses,  Lara acquires larger and more powerful guns  as  we l l  as  more  
va luab le  t reasu res  and  mag ica l  i t ems .  U l t ima te l y ,  La ra u s e s  t h e  p h a l l i c  o b j e c t s  t o  d e s t r o y  t h e  
bad guys and monsters.  These act ions c o n s t i t u t e  t h e  " c a s t r a t i o n ,  l i t e r a l  o r  s y m b o l i c ,  o f  t h e  
k i l l e r  a t  [ t h e F i n a l  G i r l ' s ]  h a n d s "  ( C l o v e r  1 9 8 7 ,  2 0 8 ) .  T h u s ,  L a r a  C r o f t ' s p r e s e n c e  n o t  o n l y  
r e m o v e s  t h e  t h r e a t  o f  c a s t r a t i o n ,  i t  i n s t e a d  r e l o c a t e s  t h e t h r e a t  b y  p r o j e c t i n g  i t  o n t o  i t s  
r e a l  s o u r c e :  t h e  b a d  g u y s .  I n  C l o v e r ' s t e r m s ,  t h e  i m p o r t a n c e  o f  t h i s  a c t  i s  t h a t  " A t  t h e  
moment  tha t  the  F ina l Gi r l  becomes her  own savior ,  she becomes a hero;  and the moment  that  she 
becomes a  he ro  i s  t he  momen t  t ha t  t he  ma le  v iewer  g i ves  up  the  l as t  p re tense  o f  ma le 
i d e n t i f i c a t i o n "  ( C l o v e r  1 9 8 7 ,  2 1 8- 19 ) .  C love r  means  th i s  bo th  i n  t e rms o f  i d e n t i f y i n g  s t r i c t l y  
w i t h  o n- sc reen  ma les  and  in  te rms  o f  no t  cons ider ing t h e  F i n a l  G i r l  a s  a  s e x u a l  o b j e c t .  T h e  
v i e w e r  i d e n t i f i e s  w i t h  h e r o e s ,  n o t s e x u a l  o b j e c t s .  L a r a  C r o f t ' s  l i f e  i s  i n  d a n g e r  f r o m  t h e  
moment the game beg ins .  There fo re ,  movement  th rough  the  va r ious  leve ls  o f  the  games  i s  
pred icated on  La ra  hav ing  a l ready  been  a  sav io r  and /o r  be ing  a  sav io r  aga in .  G iven  the t y p e  o f  
scenar io  the  games invo lve  - - t h a t  t h e  p l a y e r  s p e n d s  m o s t  o f t h e  g a m e  s t a r i n g  a t  L a r a  C r o f t ' s  
b a c k ,  a n d / o r  s o l v i n g  p u z z l e s  - - t he  ma le  spec ta to r ' s  gaze  e f fec t i ve l y  ends  when  he  s tops  
l o o k i n g  a t L a r a ,  o p e n s  t h e  b o x  a n d  b e g i n s  p l a y i n g .  I n  a d d i t i o n ,  a s  s o o n  a s  t h e  f i r s t p u z z l e  i s  
s o l v e d ,  o r  t h e  f i r s t  e n e m y  s h o t ,  m a l e  i d e n t i f i c a t i o n  c e a s e s  t o  o c c u r b e c a u s e  t h e  h e r o ,  t h e  
p o s s e s s o r  o f  t h e  p h a l l u s ,  i s  n o t  m a l e .
< 1 6 > I t  i s  c u r i o u s  t h a t  C l o v e r  r e c o g n i z e s  t h a t  t h e  f i r s t  s i g n i f i c a n t m e n t i o n  o f  t h e  c o n c e p t  o f  
male- t o- female cross- gender  iden t i f i ca t ion  comes f rom Susan Bar rowc lough 's  rev iew o f  the  
Nat ional  F i lm Board o f  Canada 's documentary,  Not  a  Love Story (1982) .  Th is  NFB p roduc t ion  
pu rpo r t s to  demons t ra te  the  th rea t  to  soc ie ty ,  and  espec ia l l y  to  women,  posed  by  pornography . 
A  co ro l l a ry  goa l  o f  t he  documen ta ry  i s  a  tho rough  and  damn ing  c r i t i que  o f p a t r i a r c h y .  
Barrowclough suggests that
cont ra ry  to  the  assumpt ion  tha t  the  male  uses  pornography  to  conf i rm and c e l e b r a t e  
h i s  g e n d e r ' s  s e x u a l  a c t i v i t y  a n d  d o m i n a n c e ,  i s  t h e  p o s s i b i l i t y o f  h i s  p l e a s u r e  i n  
i d e n t i f y i n g  w i t h  a  " f e m i n i n e "  [ p e r s p e c t i v e . ] .  .  .  W h o s e  p a r t  d o e s  h e  t a k e  w h e n ,  a s  
o f t e n  o c c u r s  i n  s u c h  r e p r e s e n t a t i o n s , t h e  w o m a n  i s  t h e  .  .  .  a c t i v e ,  d o m i n a n t  o r  
aggressive par tner? Does the p a s s i v e  r o l e  o f f e r  f a n t a s y  r e l i e f  f r o m  t h e  s t r a i n s  o f  
phal l ic  per formance? ( 3 5 )
G i v e n  t h e  e a r l i e r  a n a l y s i s  o f  Tomb Raider,  the  word  "pornography" cou ld  be  rep laced  seamless ly  
by  the  words  "v ideo  games"  in  the scenar io  Bar rowc lough  desc r ibes .  I f  she  can  recogn ize  the  
p o t e n t i a l  f o r  s u c h a n  i d e n t i f i c a t i o n  i n  p o r n o g r a p h y ,  o f  a l l  m e d i a ,  t h e n  t h e  p r o s p e c t  o f  m a l e s ' 
i d e n t i f i c a t i o n  w i t h  L a r a  C r o f t  c a n n o t  b e  d e n i e d  a n d  c e r t a i n l y  c a n n o t  b e  d i s m i s s e d o u t- o f- hand .  
C r i t i c i z i n g  t h e  g a m e s  o n  t h e  m e r e  b a s i s  o f  t h e  p r o t a g o n i s t ' s pheno typ ic  qua l i t i es  assumes  too  
m u c h ,  e x p l o r e s  t o o  l i t t l e ,  a n d  o b s c u r e s  t h e complex  re la t ionsh ips  c rea ted  by  the  games '  
env i ronment .  I  mus t  ask , a long wi th  Barrowclough,  "What  are  the connect ions between 
representa t ions o f  sexua l i t y  and  sexua l  ac t i v i t y ,  be tween  fan tasy  and  enac tmen t  [because  the ] 
ways meanings are produced and consumed - - a n d  t h e i r  r e l a t i o n  t o  o t h e r aspec ts  o f  sexed  and  
sexua l  behav iour  - - demand an analysis which cannot b e  c o n d u c t e d  w i t h i n  a  m o r a l  p a r a b l e  o f  t h e  
los t  sheep  rec la imed  f rom the  B ig B a d  W o l f "  ( 3 6 ) ,  o r  i n  t h i s  c a s e ,  Wolfenstein,  Doom,  o r  Tomb 
Raider.  
" W h e n  a  K i l l e r  B o d y  I s n ' t  E n o u g h : "  T h e  I m p a c t  o f N a r r a t i v e  o n  G e n d er  
<17>A l though  spec ta to rsh ip  i s  cen t ra l  t o  t he i r  consumpt ion ,  w i thou t a  p l o t  t h e  a c t i o n-
adven tu re  o r  ac t ion- ho r ro r  v ideo  games  wou ld  no t  be  te r r i b l y d i f f e r e n t  f r o m  e a r l y  a c t i o n  g a m e s  
l i k e  Space Invaders,  M i s s i l e Command,  a n d  Astero ids.  A s  i n s i g n i f i c a n t  a s  i t  i s ,  e v e n  t h e s e 
g a m e s  h a v e  a  m o d e s t  p l o t :  b l a s t  t h e  o b j e c t s  b e f o r e  t h e y  h i t  t h e  e a r t h  o r  y o u r v e h i c l e .  T h e  
i m p o r t a n c e  o f  n a r r a t i v e ,  i n d e e d  i t s  v e r y  e x i s t e n c e ,  i n  v i d e o games  i s  o f ten  over looked  by  
c r i t i c s  a n d  s c h o l a r s .  C a r o l  C l o v e r  n o t e s  t h a t t h e  r o l e  o f  t h e  F i n a l  G i r l  h a s  c h a n g e d  
s i g n i f i c a n t l y  a s  t h e  h o r r o r  f i l m  g e n r e h a s  p r o g r e s s e d .  T h e  p r o t a g o n i s t ' s  p o s i t i o n  h a s  s h i f t e d  
f rom passive t o  a c t i v e  d e f e n s e .  T h a t  i s  t o  s a y ,  s h e  n o  l o n g e r  f l e e s  t h e  m o n s t e r  o r  b a d g u y  
un t i l   s he   i s   s a ved   b y   a  man ,   à   l a  L i t t le  Red  R id ing  Hood.  The  v ideo  game equ iva len t  o f  the  
f a i r y  t a l e  h e r o i n e  i s  P a u l i n e ,  t h e  p r i n c e s s i n  Donkey Kong,  who must  be  rescued f rom the  
g o r i l l a  b y  M a r i o  ( l a t e r o f  Super Mario and Mario Bros.  f ame) .  As  the  mov ie  fo rmu la  has  
developed success ive hero ines have defended themselves wi th  force and u l t imate ly  have k i l l e d  
the  assa i l an ts  by  themse lves .  Fo r  examp le ,  i n  t he  A l i e n  s e r i e s , R i p l e y  k i l l s  t h e  m o t h e r  o f  t h e  
p a r a s i t i c  a l i e n s  a n d  s u c c e s s f u l l y  d e f e n d s  t h e s p a c e  s t a t i o n .  A  f u r t h e r  p r o g r e s s i o n  c a n  b e  s e e n  
i n  Buf fy  the Vampire S l a y e r a n d  i n  Tomb Raider.  L i k e  B u f f y ,  L a r a  C r o f t ' s  r o l e i s  o n e  o f  p u r e  
o f f e n s e .  O t h e r  a n a l o g u e s  i n c l u d e  t h e  t i t l e  c h a r a c t e r  i n  Xena, War r io r  P r incess,  WWF superstar 
Chyna ,  and  the  cas t  o f  Cleopatra 2525.  Though  they  acknowledge  the  sh i f t  t ha t  has  occu r red ,  
Cassel l  and Jenk ins  exp ress  rese rva t ions  regard ing  the  new ro les  o f  f ema le  p ro tagon is ts :
The success wi th women of  sel f- defense c lasses and of  female- cen te red  ac t ion f i l m s ,  
such  as  Thelma and Louise o r  A l i e n s,  s h o w s  t h a t v i o l e n t  i m a g e r y  i s  c o m p a t i b l e  w i t h  
n o t  o n l y  f e m i n i n e  t a s t e  b u t  f e m i n i s t p o l i t i c s .  F e m a l e  a c t i o n  p r o t a g o n i s t s ,  s u c h  a s  
te lev i s ion ' s  Xena  and the  comic- b o o k  h e r o i n e ,  T a n k  G i r l ,  h a v e  a t t r a c t e d  s t r o n g  
f e m a l e  f o l l o w i n g s , i n c l u d i n g  l e s b i a n s ,  w h o  c e l e b r a t e  t h e i r  r e f u s a l  t o  c o n f o r m  t o  
t r a d i t i o n a l g e n d e r  r o l e s  a n d  t h e i r  a b i l i t y  t o  h o l d  t h e i r  o w n  a g a i n s t  m a l e  o p p o n e n t s . 
Much of  what  gets  read as female empowerment  wi th in  popular  cu l ture represents 
f e m i n i s t  a p p r o p r i a t i o n  o f  v i o l e n t  i m a g e s  f o r  t h e i r  o w n  e n d s .  ( 2 9 )
Par t  o f  t he  skep t i c i sm Casse l l  and  Jenk ins  exp ress  resu l t s  f rom the  focus o f  t h e i r  c r i t i q u e .  
T h e y  o n l y  c o n s i d e r  t h e  p o l i t i c a l  i m p a c t  o f  p o w e r f u l  f e m a l e p r o t a g o n i s t s  f r o m  a n  e s s e n t i a l i s t  
v i e w p o i n t  t h a t  i s  b a s e d  o n  t h e  v i s u a l  a s p e c t s o f  t h e  t e x t s  t h e y  c i t e .  R a t h e r  t h a n  a n a l y z i n g  
g a m e s ,  t h e i r  u l t i m a t e  g o a l  i s to  f ind  methods o f  encourag ing  more  females  to  use computers .  
Thus,  they  do n o t  e x a m i n e  t h e  i m p a c t  o f  f e m a l e  p r o t a g o n i s t s  o n  t h e  n a r r a t i v e  s t r u c t u r e , n o r  d o  
t h e y  c o n s i d e r  t h e  i d e n t i f i c a t i o n s  t h a t  a r i s e  f r o m  t h e  i n s e r t i o n  o f f e m a l e  c h a r a c t e r s  i n t o  
r o l e s  t r a d i t i o n a l l y  o c c u p i e d  b y  m a l e  h e r o e s .
<18>S imp ly  pu t ,  t he re  i s  more  to  a  charac te r  than  her  pheno type .  In a d d i t i o n ,  t h e  c h a r a c t e r  
s h o u l d  b e  i n v e s t i g a t e d  w i t h i n  t h e  c o n t e x t  o f  t h e  n a r r a t i v e c o n v e n t i o n s  o f  t h e  g e n r e .  I n  t h i s  
r e g a r d ,  L a r a  C r o f t  i s  a  n a t u r a l  s u c c e s s o r t o  t h e  F i n a l  G i r l  l i n e a g e .  I n  f a c t ,  L a r a  C r o f t  i s  
p a r t  o f  a  m u c h  l o n g e r  l i n e t h a n  j u s t  t h a t  o f  t h e  F i n a l  G i r l ,  f o r ,  p r o p e r l y  s p e a k i n g ,  Tomb 
Raider f o l l o w s  t h e  n a r r a t i v e  c o n v e n t i o n s  o f  t h e  r o m a n c e .  A c c o r d i n g  t o  t h e  a r c h e t y p a l 
taxonomies o f  Nor throp Frye,
The  essent ia l  e lement  o f  p lo t  in  romance  i s  adventu re ,  wh ich  means  tha t romance  i s  
n a t u r a l l y  a  s e q u e n t i a l  a n d  p r o c e s s i o n a l  f o r m  .  .  .  A t  i t s  m o s t n a i v e  i t  i s  a n  
end less  fo rm in  wh ich  a  cent ra l  charac ter  who never  deve lops o r  ages  goes  th rough  
o n e  a d v e n t u r e  a f t e r  a n o t h e r  .  .  .  W e  s e e  t h i s  f o r m i n  c o m i c  s t r i p s ,  w h e r e  t h e  
c e n t r a l  c h a r a c t e r s  p e r s i s t  f o r  y e a r s  i n  a  s t a t e o f  r e f r i g e r a t e d  d e a t h l e s s n e s s .  ( F r y e  
1957,  186)
W i t h  t h e  e x c e p t i o n  o f  Tomb Raider:  The Last  Revelat ion' s  open ing sequence ,  La ra  Cro f t  does  no t  
a g e  a t  a l l .  I n  s p i t e  o f  t h e r e  b e i n g  a  n e a r l y t w o- yea r  gap  be tween  ins ta l lmen ts  i n  the  Syphon 
F i l t e r s e r i e s ,  t h e second game's  s tory  begins  as  the f i rs t  game ends.  The p lo t  mechanism f o r  
t h e  t h i r d  S y p h o n  F i l t e r  game i s  the  charac te rs '  tes t imony a t  a  S e n a t e  h e a r i n g .  A s  a  r e s u l t  t h e  
game conta ins  ep isodes that  take p lace b e f o r e ,  d u r i n g ,  a n d  a f t e r  t h e  p r e v i o u s  t w o  g a m e s .  I n  
the  wake  o f  t he  11  Sep t . 2 0 0 2  t e r r o r i s t  a t t a c k s  o n  t h e  U . S . ,  t h e  g a m e ' s  s c e n a r i o s  - - 
t e r r o r i s t s a t t a c k i n g  W a s h i n g t o n ,  D C ,  w i t h  a  v i r u s ;  r a i d s  i n  A f g h a n i s t a n  - - were cons ide red  
rea l i s t i c  enough  fo r  the  game 's  re lease  da te  to  be  moved f r o m  2 3  S e p t .  t o  2 3  D e c .  2 0 0 2 .  
Per fec t  Dark i s  d e r i v e d  f r o m  GoldenEye wh ich  i s  in  tu rn  based  on  the  James  Bond  mov ie  o f  the  
same name. Ian Fleming's s u p e r  s p y  i s  p e r h a p s  t h e  m o s t  f a i t h f u l  f o l l o w e r  o f  t h e  f o r m u l a  F r y e  
f i n d s in  romance.  The  mov ie  vers ion  o f  the  hero  has  been p layed  by  f i ve  ac to rs  who s p a n  f o r t y  
years ,  a l l  w i thou t  ag ing .  One  can  assume tha t  Mr .  Bond 's c o l l e a g u e ,  J o a n n a  D a r k ,  w i l l  e n j o y  a  
s i m i l a r  c a r e e r .  T h a t  i s  t o  s a y ,  t h e  f e m a l e protagonists  in  contemporary v ideo games have been 
i n s e r t e d  i n t o  h e r o i c  r o l e s h i the r to  occup ied  by  ma les  and  have  become f i x tu res  in  the  genre .
<19>  A l though  seeming ly  l os t  on  Casse l l  and  Jenk ins ,  the  p lo t  i s  an i m p o r t a n t  p a r t  o f  t h e  g a m e  
f o r  p l a y e r s  a n d  d e s i g n e r s  a l i k e .  F o r  e x a m p l e ,  i n t h e  f o u r t h  Tomb Raider,  " T h e  e n t i r e  g a m e  
t a k e s  p l a c e  i n  E g y p t . [ T h i s ]  a l l o w s  u s  t o  f o c u s  a  l o t  m o r e  o n  t h e  g a m e ,  t h e  g a m e  p l a y ,  a n d  
most o f  a l l ,  t h e  s t o r y "  e x p l a i n s  A d r i a n  S m i t h ,  C o r e ' s  d i r e c t o r  o f  o p e r a t i o n s ( q t d .  i n  W a l k  
102) .  Sharon Sherman draws on another  archetypal  theor is t ,  Joseph Campbe l l ,  and  h i s  concep t  o f  
t h e  " m o n o m y t h "  t o  i l l u s t r a t e  t h e i n t e r t e x t u a l  a l l u s i o n s  t h a t  s t r u c t u r e  t h e  p l o t s  o f  v i d e o  
games.  In  The Hero with a Thousand Faces (1973) ,  Campbel l  summar izes  the  pat tern :  "A h e r o  
ven tu res  fo r th  f rom the  wor ld  o f  common day  in to  a  reg ion  o f  superna tu ra l wonder :  fabu lous  
f o r c e s  a r e  t h e r e  e n c o u n t e r e d  a n d  a  d e c i s i v e  v i c t o r y  i s  w o n : the  he ro  comes  back  f rom th i s  
myster ious adventure wi th  the power  to  bestow boons  on  h i s  fe l l ow  man"  (30 ) .  I n  Sherman 's  
v i e w ,  t h e  j o u r n e y d e s c r i b e d  b y  C a m p b e l l  i s  " s o  s i g n i f i c a n t  t h a t  p o p u l a r  c u l t u r e  c r e a t o r s f r o m  
Disney to George Lucas to Steven Spielberg to Nintendo game producers recrea te  the  themes most  
important  to  them from their  own remembered chi ldhood p a s t s  a n d ,  a t  t h e  s a m e  t i m e ,  c r e a t e  a n  
i n t e r t e x t u a l  f r a m e w o r k  i n s t a n t l y  r e c o g n i z e d a n d  r e i n f o r c e d  b y  c h i l d r e n  o n  a  g l o b a l  s c a l e  n e v e r  
d r e a m t  o f  b y  h i s t o r i c- geographic r e s e a r c h e r s "  ( 2 4 6 ) .  T h e  n o t i o n  o f  i n t e r t e x t u a l i t y  t a k e s  o n  
g r e a t e r  s i g n i f i c a n c e w i t h  r e g a r d  t o  c r o s s- gender  iden t i f i ca t ion  when themat ic  e lements  and  
c h a r a c t e r i z a t i o n s a r e  a d d e d  t o  t h e  a n a l y s i s .  F r y e ' s  m o d e l  o f  f i c t i o n  a l s o  i n c l u d e s  t h e q u e s t  
n a r r a t i v e .  H e  w r i t e s  t h a t  t h e  " c o m p l e t e  f o r m  o f  t h e  r o m a n c e  i s c l e a r l y  t h e  s u c c e s s f u l  q u e s t ,  
and such a completed form has three main s tages: t h e  s t a g e  o f  t h e  p e r i l o u s  j o u r n e y  a n d  t h e  
p re l im inary  m inor  adven tu res ;  the c r u c i a l  s t r u g g l e ,  u s u a l l y  s o m e  k i n d  o f  b a t t l e  i n  w h i c h  
e i t h e r  t h e  h e r o  o r h i s  f o e ,  o r  b o t h ,  m u s t  d i e ;  a n d  t h e  e x a l t a t i o n  o f  t h e  h e r o "  ( F r y e  1 9 5 7 , 
1 8 7 ) .  T h e  f i n a l  Tomb Raider g a m e ,  f o r  i n s t a n c e ,  f o l l o w s  t h i s  s t r u c t u r e c l o s e l y :  t h e  g a m e  
b e g i n s  w i t h  a  t r a i n i n g  l e v e l  c o n s t r u c t e d  a r o u n d  a  f l a s h b a c k to  the  t ime  when  La ra  was  a  
s i x t e e n- year- o l d ,  t h e n  t h e  c r u c i a l  s t r u g g l e  r e q u i r e s t h a t  L a r a  r e t u r n  t h e  s p i r i t  o f  a n  e v i l  
E g y p t i a n  g o d  t o  i t s  r e s t i n g  p l a c e , and ,  cu r ious ly ,  bo th  the  gamer  and  Lara  a re  exa l ted  when  
t h e  g a m e  i s  f i n i s h e d . A  spec ia l  an imated  sequence ,  i n  wh ich  Lara  i s  honoured ,  p lays  a f te r  each  
successfu l comp le t i on .  O the r  games  t rea t  t he i r  he roes  s im i la r l y .  However ,  t he  gamer  i s d rawn 
i n t o  t h e  n a r r a t i v e  a s  w e l l .  F o r  m a n y  g a m e s ,  t h e  o n l y  w a y  t o  v i e w  c e r t a i n s c e n e s  i s  t o  c o m p l e t e  
the game.  Syphon  F i l t e r I I a n d  I I I p l a y e r s  a r e  a b l e  t o  a c c e s s ,  o r  " u n l o c k , "  n e w  a r e a s  a n d  
miss ions , v iew  mov ies ,  and  see  the  c red i t s  o f  t he  game.
< 2 0 > S i n c e  L a r a  C r o f t  i s ,  i n  a  l i t e r a r y  s e n s e ,  t h e  h e r o  i n  a  r o m a n c e , i t  i s  f i t t i n g  t h a t  s h e
m a i n t a i n  t h e  c o n v e n t i o n a l i z e d  a t t r i b u t e s  r e q u i r e d  o f s u c h  a  c h a r a c t e r .  C o n s u l t i n g  F r y e  a g a i n ,
w e  l e a r n  t h e  f o l l o w i n g  a b o u t  t h e hero  o f  romance:
I f  s u p e r i o r  i n  d e g r e e  t o  o t h e r  m e n  a n d  t o  h i s  e n v i r o n m e n t ,  t h e  h e r o  i s t h e  t y p i c a l  
hero  o f  romance,  whose ac t ions  are  marve l lous  but  who is  h imse l f i d e n t i f i e d  a s  a  
human being.  The hero of  romance moves in a wor ld in  which t h e  o r d i n a r y  l a w s  o f  
na tu re  a re  s l i gh t l y  suspended :  p rod ig ies  o f  cou rage and  endu rance ,  unna tu ra l  t o  us ,  
are  natura l  to  h im,  and enchanted weapons, t a l k i n g  a n i m a l s ,  t e r r i f y i n g  o g r e s  a n d  
w i tches ,  and  ta l i smans  o f  m i racu lous p o w e r  v i o l a t e  n o  r u l e  o f  p r o b a b i l i t y  o n c e  t h e  
postulates of  romance have been  es tab l i shed .  (F rye  1957 ,  33 )
C l e a r l y ,  i t  n e v e r  o c c u r r e d  t o  F r y e  t h a t  t h e r e  c o u l d  a r i s e  a  f e m a l e  h e r o  i n a romance. However,  
t h e  c o n v e n t i o n s  o f  t h e  g e n r e ,  o r  m o d e ,  a s  F r y e  c a l l s  i t , s t i l l  a p p l y .  L a r a  C r o f t  i s  s u p e r i o r  
in degree to other women and men. Her cunn ing ,  as  supp l i ed  by  the  gamer ,  and  he r  phys i ca l  
prowess - - i n c r e d i b l e endurance,  s t rength enough to  c l imb ropes and swing hand- over- h a n d ,  e t c .  
- - se t  he r  apa r t .  Fo r  F rye ,  t he  he ro  s tands  ou t  because  "The  success  o f t h e  h e r o  d e r i v e s  f r o m
a  c u r r e n t  o f  e n e r g y  w h i c h  i s  p a r t l y  f r o m  h i m  a n d  p a r t l y o u t s i d e  h i m .  I t  d e p e n d s  p a r t l y  o n  t h e
m e r i t  o f  h i s  c o u r a g e ,  p a r t l y  o n  c e r t a i n t h i n g s  g i v e n  h i m :  u n u s u a l  s t r e n g t h ,  n o b l e  b l o o d ,  o r  a
dest iny  prophes ied by a n  o r a c l e "  ( F r y e  1 9 7 5 ,  6 7 ) .  L a r a  m e e t s  a l l  o f  t h e s e  c r i t e r i a ,  w h i c h
s e r v e s  t o  s o l i d i f y  h e r  p o s i t i o n  a s  a  h e r o  i n  a  r o m a n c e .  F o r  e x a m p l e ,  i n  L a r a ' s o f f i c i a l
b i o g r a p h y  w e  l e a r n  t h a t  a s
The daughter  o f  Lord  Hensh ing ley  Cro f t ,  Lara  was  brought  up  in  the  secure w o r l d  o f  
a r i s t o c r a c y  - - want ing  fo r  no th ing  she  was  sur rounded by  servants , s o c i a l  e v e n t s  a n d  
h igh soc iety .  Having at tended Wimbledon High School  for G i r l s  f r o m  t h e  a g e  o f  e l e v e n  
y e a r s ,  L a r a ' s  p a r e n t s  d e c i d e d  t h a t  s i n c e she  was  s ix teen,  she  shou ld  b roaden her  
educa t i on  by  s tudy ing  fo r  he r  A leve ls  a t  one  o f  Eng land 's  mos t  p rominen t  board ing  
s c h o o l s .  ( q t d . i n  W a l k  1 0 3 )
B y  m a k i n g  L a r a  o f  n o b l e  b i r t h ,  C r o f t ' s  c r e a t o r s  p r e s e n t  h e r  a s  b e i n g l i ke  us ,  bu t  somehow 
above us; someone whom we should admire and aspire to b e .
< 2 1 > T h i s  i s  i n  k e e p i n g  w i t h  t h e  t r a d i t i o n s  o f  r o m a n c e ,  f o r  a s  F r y e c o n c l u d e s ,  " T h e  s o c i a l
a f f i n i t i e s  o f  t h e  r o m a n c e ,  w i t h  i t s  g r a v e  i d e a l i z i n g o f  h e r o i s m  a n d  p u r i t y ,  a r e  w i t h  t h e
a r i s t o c r a c y "  ( F r y e  1 9 5 7 ,  3 0 6 ) .  I n h i s  s u b s e q u e n t  s t u d y ,  The Secu lar  Scr ip ture ( 1 9 7 5 ) ,  F r y e
e laborates o n  t h e  c o n c e p t :
One  ve ry  obv ious  fea tu re  o f  romance  i s  i t s  pe rvas ive  soc ia l  snobbery .  Na ive romance 
c o n f i n e s  i t s e l f  l a r g e l y  t o  r o y a l  f a m i l i e s ;  s e n t i m e n t a l  r o m a n c e  g i v e s u s  p a t t e r n s  o f  
a r i s toc ra t i c  cou rage  and  cou r tesy ,  and  much  o f  i t  adop ts a  " b l o o d  w i l l  t e l l "  
c o n v e n t i o n ,  t h e  a s s o c i a t i o n  o f  m o r a l  v i r t u e a n d  s o c i a l  r a n k  i m p l i e d  i n  t h e  w o r d  
"noble."  A hero may appear t o  b e  o f  l o w  s o c i a l  o r i g i n ,  b u t  i f  h e  i s  a  r e a l  h e r o  h e  
i s  l i k e l y  t o  b e r e v e a l e d  a t  t h e  e n d  o f  t h e  s t o r y  a s  b e l o n g i n g  t o  t h e  g e n t r y .  .  .  .  
De tec t i ve s to r ies  o f ten  fea tu re  an  e legan t  upperc lass  amateur  who  i s  ever  so  much 
s m a r t e r  t h a n  t h e  m e r e l y  p r o f e s s i o n a l  p o l i c e .  ( 1 6 1 )
As much as Corrosive Sof tware 's  Kate Roberts might  lament,  "Would Tomb Raider h a v e  s o l d  a s  
many cop ies  i f  Lara  had been wear ing a  n ice warm sweater  and sweatpants,"  the convent ion would 
n e v e r  a l l o w  h e r  t o b e  a n y t h i n g  b u t  f a n t a s t i c  i n  e v e r y  w a y  ( q t d .  i n  C a s s e l l  a n d  J e n k i n s  3 0 ) .  I n 
F r y e ' s  w o r d s ,  
T h e  e s s e n t i a l  d i f f e r e n c e  [ i n ]  r o m a n c e  l i e s  i n  t h e  c o n c e p t i o n  o f  c h a r a c t e r i z a t i o n . 
The romancer  does not  a t tempt  to  c reate  " rea l  people"  so  much a s  s t y l i z e d  f i g u r e s  
w h i c h  e x p a n d  i n t o  p s y c h o l o g i c a l  a r c h e t y p e s .  .  .  .  T h e romancer  dea ls  w i th  
i n d i v i d u a l i t y ,  w i t h  c h a r a c t e r s  i n  vacuo i d e a l i z e d by  reve ry ,  and ,  however  
conse rva t i ve  [ t he  romancer ]  may  be ,  someth ing  n ih i l i s t i c a n d  u n t a m a b l e  i s  l i k e l y  t o  
keep break ing  out .  (Frye  1957,  304- 5 ) 
W i t h i n  t h e  c o n f i n e s  o f  a  v i d e o  g a m e  w h i c h  i s  c l e a r l y  p a r t  o f  a  s u b s e t  o f romance ,  a  charac te r  
l i k e  L a r a  C r o f t  i s  n e c e s s a r i l y  l a c k i n g  i n  p e r s o n a l i t y a n d  o v e r f l o w i n g  i n  p h y s i c a l i t y .
<22>Lara undeniably has an exaggerated chest measurement and an incredibly n a r r o w  w a i s t ,  b u t
so does Arnold Schwarzenegger in Commando,  Running Man,  a n d  a l l  o f  h i s  o t h e r  m o v i e s .  S y l v e s t e r  
S t a l l o n e ' s  c h a r a c t e r , R a m b o ,  i s  a  s i m i l a r l y  p o r t r a y e d  a c t i o n  h e r o .  S i n c e  s h e  w a s  o r i g i n a l l y  
w r i t i n g in  1993,  the most  advanced games to  which Sherman could refer  were the Mario B r o s.  
ser ies  fo r  the  N in tendo 64.  Never the less ,  Sherman recogn izes  the i m p o r t a n c e  o f  t h e  n a r r a t i v e  
f o r m u l a  o n  i n t e r t e x t u a l i t y  a n d  i d e n t i f i c a t i o n : " V i d e o  g a m e  p l a y e r s  s h a r e  t h e i r  i d e n t i t i e s  a s  
Mar io  charac te rs ;  t hey a r e ,  a t  o n c e ,  a c t i n g  a s  h e r o e s  i n  a  p l o t ,  y e t  a l s o  a s  i n d i v i d u a l s ,  w i t h  
t h e i r s e l f- i d e n t i t i e s  s h i f t i n g  w i t h i n  t h e  s o c i a l  s i t u a t i o n "  ( 2 5 1 ) .  T h e  f a m i l i a r i t y o f  t h e  
n a r r a t i v e  f o r m u l a ,  s h e  c o n t e n d s ,  i n c r e a s e s  t h e  p l a y e r s '  i d e n t i f i c a t i o n s w i t h  t h e i r  o n- sc reen  
sur rogates .  When asked how the character ,  Lara  Crof t , came about,  Core Design Operat ion 
D i rec to r  Adr ian  Smi th ,  responds :
I t ' s  s t range  when peop le  ask  th is  ques t ion  because  rea l l y  what  came about was a game 
c a l l e d  Tomb Raider.  I t  j u s t  s o  h a p p e n e d  t h a t  i t f e a t u r e d  a  f e m a l e  c h a r a c t e r  .  .  .  
And what actual ly happened was that,  when we were des ign ing the game of  Tomb Raider,  
we put  down a  load o f d i f f e r e n t  s e t s  o f  a t t r i b u t e s ,  d i f f e r e n t  t h i n g s  t h a t  w e  w a n t e d  
o f  a  ma in c h a r a c t e r ,  a n d  a l l  t h e s e  t h i n g s  t u r n e d  i n t o  L a r a .  ( 4 4 )  
I n  response  to  t he  nex t  l og i ca l  ques t i on ,  "Why  a  fema le  cha rac te r  i ns tead o f  a  m a l e ? "  S m i t h  
r e p l i e s  " A  n u m b e r  o f  r e a s o n s .  W e  l i t e r a l l y  w r o t e d o w n  a  b i g  l i s t  o f  t h i n g s  t h a t  w e  w a n t e d  t h e  
c h a r a c t e r  t o  d o  - - we wanted t o  b e  c o y ,  w e  w a n t e d  t o  b e  a g i l e .  W h e n  w e  w r o t e  t h i s  l o n g  l i s t  
d o w n  i t  d i d n ' t r e a l l y  p o i n t  t o w a r d s  a  m a l e  c h a r a c t e r  .  .  .  A l l  t h e  a t t r i b u t e s  w e  p u t  d o w n 
po in ted  us  towards  a  fema le  charac te r .  We d idn ' t  wan t  to  end  up  w i th an Arnold Schwarzenegger 
t y p e "  ( 4 4 ) .  P e r h a p s  t h e  a t t r i b u t e s  o f  t h e  c h a r a c t e r a r e  " f e m a l e , "  b u t  s h e  h a s  b e e n  t h r u s t  i n t o  
a  n a r r a t i v e  s t r u c t u r e tha t  i s  domina ted  by  male  heroes .  In  the  same in te rv iew,  Smi th  goes  some 
way t o w a r d  r e c o g n i z i n g  t h e  p a r a d o x  o f  L a r a ' s  s i t u a t i o n .  H e  s a y s  s i m p l y : " L a r a  i s  a  f e m a l e  
ve rs ion  o f  I nd iana  Jones  and  Ind iana  Jones ,  a t  t he e n d  o f  t h e  d a y ,  i s  a n  a d v e n t u r e r ,  j u s t  l i k e  
Lara"  (45) .  Thus  the  success o f  t h e  g a m e  d e p e n d s  o n  p l a y e r s '  f a m i l i a r i t y  w i t h  t h e  g e n r e  t o  
which i t  b e l o n g s  a n d  t h e  c o n v e n t i o n s  o f  t h a t  g e n r e .
<23>Whereas Sharon Sherman sees the ident i f icat ions produced from video games as  be ing  re la ted
t o  t h e i r  i n t e r t e x t u a l  a f f i n i t i e s  w i t h  q u e s t  n a r r a t i v e s , M a r s h a  K i n d e r  a s s e r t s  t h a t  t h e y  a r e
p a r t  o f  a  m u c h  l a r g e r  s y s t e m .  T y p i c a l o f  o t h e r  c r i t i q u e s ,  K i n d e r  d e s c r i b e s  i d e n t i f i c a t i o n s
produced by video games p r i o r  t o  t h e  i n c o r p o r a t i o n  o f  t h r e e- d i m e n s i o n a l  v i r t u a l  r e a l i t y
an imat ions. Thus ,  she  fo resees  ne i the r  fema le  p ro tagon is ts  no r  c ross- g e n d e r  i d e n t i f i c a t i o n s
a r i s ing  f rom the  i n te r tex ts  she  obse rves .  Neve r the less ,  he r  app roach  po in t s t o  t h i s
e v e n t u a l i t y .  A c c o r d i n g  t o  K i n d e r ,
home v ideo  games  cu l t i va te  a  dua l  fo rm o f  spec ta to rsh ip ,  wh ich  pos i t i ons young  
specta tors  to  combine pass ive  and in teract ive  modes o f  response as t h e y  i d e n t i f y  
w i t h  s l i d i n g  s i g n i f i e r s  t h a t  m o v e  f l u i d l y  a c r o s s  d i f f e r e n t modes of  image product ion 
and  o the r  cu l t u ra l  bounda r ies  bu t  w i t hou t  cha l l eng ing t h e  r i g i d  d i f f e r e n t i a t i o n  
be tween genders  on  wh ich  pa t r ia rcha l  o rder  i s b a s e d .  ( 3 0 )
B y  " s l i d i n g  s i g n i f i e r s , "  K i n d e r  m e a n s  t h e  v a r i e t y  o f  s h a p e s  a n d f o r m s  - - e . g . ,  m u t a n t  t u r t l e s ,  
pu rp le  d inosaurs ,  and  Transformers - - t ha t  ca r toon  (and  v ideo  game)  cha rac te rs  take ,  and  the  
meanings they ca r ry .  C lea r l y ,  gender  i s  no t  among  them because  fo r  K inder ,  gender  i s  an 
impermeab le  boundary .  Ye t  she  desc r ibes  the  s i tua t ion  o f  peop le  iden t i f y ing n o t  j u s t  w i t h  r e a l  
an imals ,  bu t  w i th  car toon an imals  on  the  Saturday  morn ing shows .  She  c la ims  tha t  
by  iden t i f y ing  w i th  such  an th ropomorph ized  c rea tu res ,  spec ta to rs  a re  ab le t o  
a c k n o w l e d g e  t h e i r  o w n  s l i p p e r i n e s s  a s  s i g n i f i e r s  - - as  bo th  an ima l and human - - 
w h i l e  s t i l l  a f f i r m i n g  t h e i r  o w n  u n i q u e n e s s  a s  t h e  a n i m a l who possesses the 
f u n c t i o n a l  d i f f e r e n c e  o f  s u b j e c t i v i t y .  .  .  .  F o r  u s  a d u l t s i n  o u r  c o n g e a l e d  s u b j e c t  
p o s i t i o n s ,  s u c h  i d e n t i f i c a t i o n  h e l p s  u s  r e g a i n s o m e  o f  t h a t  l o s t  f o e t a l  f l e x i b i l i t y  
w h i c h  i s  s o  c e n t r a l  t o  [ m a n y  t o y s  a n d c a r t o o n  c h a r a c t e r s . ]  I n s t e a d  o f  e v o k i n g  a  
s i n g l e  i n d i v i d u a l  o r  s p e c i e s , a l l  o f  t h e s e  c r e a t u r e s  e v o k e  a  s y s t e m  ( o f  e v o l u t i o n ,  
r e p r o d u c t i o n ,  b i o l o g i c a l d e v e l o p m e n t ,  a c c u l t u r a t i o n ,  o r  t r a n s m e d i a l  
i n t e r t e x t u a l i t y ) .  I d e n t i f i c a t i o n w i t h  t h e s e  c r e a t u r e s  s e r v e s  a s  a n  e n t r a n c e  i n t o  
these  l aye r  sys tems .  (42 )
Amaz ing ly ,  K inde r  admi t s  tha t  humans  can  iden t i f y  w i th  c rea tu res  no t  j us t o u t s i d e  o f  t h e i r  o w n  
s p e c i e s  b u t  w h o  e x i s t  o n l y  i n  f i c t i o n .  N e v e r t h e l e s s , s h e  d o e s  n o t  a l l o w  f o r  w i t h i n- spec ies  
iden t i f i ca t ion  ac ross  genders .  Men  can i d e n t i f y  w i t h  t h e  o g r e  i n  D r e a m W o r k s '  m o v i e ,  Shrek,  b u t  
n o t wi th  women!  
<24>The  mos t  impor tan t  o f  t he  laye r  sys tems  fo r  K inder  i s  the  "Oed ipa l i za t ion of  Home Video
Games" (48).  She notes that  "The Oedipal  d imension o f  v ideo  games  he lps  accoun t  fo r  cho ices
w i t h i n  i t s  s y s t e m  o f  i n t e r t e x t u a l i t y . T h e r e  i s  a  h e a v y  r e l i a n c e  o n  a c t i o n  g e n r e s  ( t h e  e p i c ,
romance quest,  and western) in  wh ich  male  heroes  have  t rad i t iona l l y  g rown in to  manhood and
r e p l a c e d  f a t h e r f i g u r e s "  ( 4 9 ) .  A t  t h e  t i m e  o f  K i n d e r ' s  w r i t i n g ,  1 9 9 2 ,  i n  m o s t v ideo games,
" f e m a l e s  a r e  s t i l l  f i g u r e d  a s  o b j e c t s  o f  t h e  m a l e  q u e s t " ( 4 9 ) .  W i t h  r e g a r d  t o  t h e  v a r i o u s
Teenage Mutant  Nin ja Turt les p r o d u c t i o n s , K i n d e r  f i n d s  " a  n e t w o r k  o f  i n t e r t e x t u a l i t y  t h a t  c u t s
across  severa l modes  o f  image p roduc t ion ,  tha t  appea ls  to  d iverse  genera t ions ,  c lasses  and
e t h n i c  s u b c u l t u r e s " ( 5 2 ) .  A t  t h e  h e a r t  o f  t h i s  i n t e r t e x t  i s  t h e  O e d i p a l s t r u g g l e  t o  r e p l a c e  t h e
f a t h e r .  Tomb Raider i s  s i m i l a r l y  p o s i t i o n e d . T h e r e  a r e  a c t i o n  f i g u r e s ,  a  m o v i e  s t a r r i n g  O s c a r
w i n n e r  A n g e l i n a  J o l i e ,  p o s t e r s , w e b s i t e s ,  e t c . ,  d e v o t e d  t o  L a r a  C r o f t  a n d  Tomb Raider.  Y e t ,  a s
we d i s c o v e r  i n  Tomb Raider:  The Last  Revelat ion,  t h e  s t o r y  i s  b a s e d o n  t h e  O e d i p a l  d y n a m i c .  I n
Tomb Raider,  L a r a ' s  f a t h e r  i s  d e a d and  she  has  been  p laced  in  the  cus tody  o f  Dr .  Werner  von
Croy, who serves a s  a  f a t h e r- f i g u r e  f o r  t h e  y o u n g  e x p l o r e r .  I n d e e d ,  h e  i s  a  m e n t o r  o f  s o r t s
f o r  h e r .  E v e n t u a l l y ,  w e  l e a r n  t h a t  v o n  C r o y  i s  e v i l .  R a t h e r  t h a n  t h e r e  b e i n g t w o  f a t h e r
f i g u r e s ,  t h e r e  i s  o n l y  t h e  b a d  f a t h e r .  I t  i s  n o t  e v e n  a  c a s e  o f t h e  t w o  f a t h e r s  b e i n g
c o m p l i c i t o u s .  I n d e e d ,  v o n  C r o y  i s  n o t  w o r k i n g  f o r  a n " o t h e r  s i d e , "  s o  m u c h  a s  h e  i s  w o r k i n g
f o r  h i m s e l f .  T h i s  i s  t h e g r e a t e s t  b e t r a y a l  o f  a l l  - - he  has  abandoned  h i s  " ch i l d . " When von
C r o y  t r a i n s  L a r a  t o  b e  a n  e x p e r t  t o m b  r a i d e r  - - t h a t  i s ,  t o r e p l a c e  h e r  f i g u r a t i v e  f a t h e r  - -
he  does  so  on ly  to  take  advantage  o f he r  phys i ca l  p rowess  and  he r  cunn ing .  D r .  von  Croy  i s  o ld
and unable  to  per form m a n y  o f  t h e  t a s k s  r e q u i r e d  t o  o b t a i n  t h e  l o s t  t r e a s u r e s .  H e  a l s o  d o e s
n o t need to  be  ab le  to  do  so  because he  can  have Lara  do  the  work  fo r  h im.  Then h e  c a n
e l i m i n a t e  L a r a  a n d  t a k e  a l l  o f  t h e  c r e d i t  a n d  r e s u l t a n t  g l o r y  f o r  h i m s e l f .
< 2 5 > U n t i l  n o w ,  t h i s  s e c t i o n  h a s  b e e n  c o n c e r n e d  p r i m a r i l y  w i t h  i l l u s t r a t i n g t h e  i n t e r t e x t u a l
f ramework wi th in  which v ideo games wi th  female protagonis ts opera te .  Th is  f ramework ,  bor rowed 
f r o m  f i c t i v e  f o r m s  t r a d i t i o n a l l y  b a s e d  o n male  pro tagon is ts ,  enhances  the  c ross- gender 
i d e n t i f i c a t i o n s  b y  s u r r o u n d i n g m a l e  p l a y e r s  w i t h  a n  o t h e r w i s e  e n t i r e l y  f a m i l i a r  m e d i u m .  
However,  this argument o p e n s  i t s e l f  t o  t h e  n o t i o n  t h a t  t h e  f e m a l e  i s  m e r e l y  m a s c u l i n i z e d  a n d  
t h a t t h i s  s u b v e r t s  t h e  e f f e c t s  o r  p o s s i b i l i t y  o f  c r o s s- gende r  i den t i f i ca t i on .  Howeve r , t h e r e  
i s  a n  a s p e c t  o f  t h e  F i n a l  G i r l  t h a t  i n d i c a t e s  t h a t  s h e  i s  n o t  a s  m a s c u l i n i z e d a s  p r e v i o u s l y  
s u p p o s e d .  C l o v e r  e x p l a i n s  t h a t  t h e  F i n a l  G i r l  i s
b o y i s h ,  i n  a  w o r d .  J u s t  a s  t h e  k i l l e r  i s  n o t  f u l l y  m a s c u l i n e ,  s h e  i s  n o t f u l l y  
f e m i n i n e  - - n o t ,  i n  a n y  c a s e ,  f e m i n i n e  i n  t h e  w a y s  o f  [ o t h e r f e m a l e s ] .  H e r  
smar tness ,  g rav i ty ,  competence  in  mechan ica l  and  o ther  p rac t ica l m a t t e r s ,  a n d  s e x u a l  
r e l u c t a n c e  s e t  h e r  a p a r t  f r o m  t h e  o t h e r  g i r l s  a n d  a l l y h e r ,  i r o n i c a l l y ,  w i t h  t h e  
v e r y  b o y s  s h e  f e a r s  o r  r e j e c t s ,  n o t  t o  s p e a k  o f t h e  k i l l e r  h i m s e l f .  ( 1 9 8 7 ,  2 0 4 )
A s  m e n t i o n e d  a b o v e ,  t h e  F i n a l  G i r l  i s  n o t  s e x u a l l y  a c t i v e .  S i m i l a r l y ,  t h e h e r o i n e s  o f  t h e  
g a m e s  s t u d i e d  i n  t h i s  c h a p t e r  a r e  n o t  r o m a n t i c a l l y  o r  s e x u a l l y i nvo lved .  What  C lover  does  no t  
c o n s i d e r  i n  h e r  a n a l y s i s  i s  t h a t  t h e  t y p i c a l h e r o i n e  o f  r o m a n c e  i s  a n  e t e r n a l  v i r g i n .  F r y e  
w r y l y  o b s e r v e s  t h a t  " I t l o o k s  a s  t h o u g h  t h e r e  w e r e  s o m e  s t r u c t u r a l  p r i n c i p l e  i n  t h i s  t y p e  o f  
s t o r y w h i c h  m a k e s  i t  n a t u r a l  t o  p o s t p o n e  t h e  f i r s t  s e x u a l  a c t  o f  t h e  h e r o i n e ,  a t l e a s t ,  u n t i l  
a f t e r  t h e  b i r t h  m y s t e r y  i n  t h e  p l o t  h a s  b e e n  s o l v e d "  ( 1 9 7 5 , 7 2- 3 ) .  I n  h i s  e x h a u s t i v e  s t u d i e s ,  
Frye notes  that  most  romances end a f ter t h e  l o v e r s  a r e  u n i t e d ,  b u t  b e f o r e  t h e  f i r s t  s e x u a l  
ac t .  An  exce l len t  contemporary a n a l o g u e  i s  P r i n c e s s  L e i a  o f  Star Wars.  T h e  b i r t h  m y s t e r y  i s  
n o t s o l v e d  u n t i l  t h e  e n d  o f  t h e  l a s t  m o v i e  o f  t h e  s e r i e s  a n d  t h e  s e r i e s  e n d s  b e f o r e a  s e x u a l  
u n i o n .  M o r e o v e r ,  t h e  p r i n c e s s  i s  c u n n i n g ,  a d e p t  w i t h  a  l a s e r  p i s t o l , a n d  o f  n o b l e  b i r t h .
S i m i l a r l y ,  L a r a  C r o f t ' s  o r i g i n s  a r e  n o t  r e v e a l e d u n t i l  t h e  Last  Reve la t ion.  L a r a  a n d  P r i n c e s s
L e i a  r e c a l l  a n o t h e r o f  F rye ' s  ax ioms :  "we  no t i ce  tha t  one  recu r r ing  theme in  romance i s  t h e
t h e m e  o f  i n c e s t ,  v e r y  o f t e n  f a t h e r  a n d  d a u g h t e r  .  .  .  [ a n d ]  w h a t  i t shows  us  i s  tha t  some
conven t ions  o f  s to ry te l l i ng  a re  more  obsess ive  than o t h e r s "  ( 1 9 7 5 ,  4 4 ) .  L e i a  i s  i n v o l v e d  i n
two such themes:  one wi th  her f a t h e r ,  D a r t h  V a d e r ,  a n d  t h e  o t h e r  w i t h  h e r  b r o t h e r ,  L u k e
Skywa lke r .  The  fam i l i a l t i e s  a r e  n o t  r e v e a l e d  u n t i l  l a t e  i n  t h e  s e r i e s .  I n  Tomb Raider,  t h e
theme o f  inces t  i s  ra ised  once  the  p layer  becomes  aware  tha t  von  Croy  i s  us ing L a r a  t o  a c h i e v e
h i s  a i m s  a n d  t h e  p r o f e s s o r  c h a s t i s e s  h e r  f o r  b e i n g  a  g i r l . N e v e r t h e l e s s ,  i t  i s  c l e a r  a s  t h e
game progresses that  he der ives p leasure f r o m  h e r  s u f f e r i n g .
<26>Players  o f  the  v ideo  games c i ted  a re  no t  mere ly  rescu ing  the  p r incess , n o r  a r e  t h e y
iden t i f y ing  w i th  a  mere ly  mascu l ine  female .  The  s tudent  o f  romance k n o w s  t h a t  " v i r g i n i t y  i s
fema le  honor ,  t he  symbo l  o f  t he  he ro ine ' s s t u r d y  m i d d l e- c l a s s  i n d e p e n d e n c e  .  .  .  [ t h u s ]  t h e
h e r o i n e ' s  l i f e  i s l i v e d  o n  t w o  s o c i a l  l e v e l s "  ( F r y e  1 9 7 5 ,  7 6 ) .  T h e  s e c o n d  p a r t  o f  t h e passage
f r o m  F r y e  r e l a t e s  t o  t h e  t e n d e n c y  o f  t h e  h e r o i n e  t o  m a r r y  o n l y  o n h e r  t e r m s ,  e s p e c i a l l y  i f  a n
e l e v a t i o n  i n  s o c i a l  s t a n d i n g  i s  i n v o l v e d .  L a r a Cro f t  works  a lone .  As  we l l ,  Joanna  Dark 's  name
i s  d e f i n i t e l y  m e a n t  t o emphas ize  th i s  po in t .  Obv ious ly ,  he r  name i s  de r i ved  f rom Jeanne  d 'A rc ,
o r  J o a n  o f  A r c ,  t h e  v i r g i n  w a r r i o r  a n d  h e r o i n e  o f  t h e  H u n d r e d  Y e a r s ' War .  Joan  saved  herse l f
f o r  h e r  f i g u r a t i v e  m a r r i a g e  w i t h  C h r i s t ;  n o  m a n  i s good enough.  Per fec t  Dark  ge ts  i t s  name
f rom Joanna 's  rank  in  the  spy s e r v i c e :  s h e  i s  " p e r f e c t , "  t h e  h i g h e s t  l e v e l .  P l a y e r s  o f  t h e
games c i t e d  a r e  p o s i t i o n e d  t o  i d e n t i f y  w i t h  t h e  p r o t a g o n i s t s  d e s c r i b e d ,  i n c l u d i n g g u a r d i n g
t h e i r  s e x u a l i t y .  T h e  l a s t  f u n c t i o n  i s  n o t  a s  t h e  " w h i t e  k n i g h t " who  saves  the  p r incess ,  such
a s  D a r i n g  D i r k  o f  Dragon 's  La i r o r  M a r i o  o f  Donkey Kong,  i n  t h e  1 9 8 0 s .  T h e  " w h i t e  k n i g h t " i s
gone .  He  i s  super f l uous .  Th i s  b r i ngs  us  to  one  o f  F rye ' s  more  en igmat i c p o i n t s :  " t h e  s o c i a l
reasons  fo r  the  emphas is  on  v i rg in i t y ,  however  obv ious , a r e  s t i l l  n o t  e n o u g h  f o r  u n d e r s t a n d i n g
the  s t ruc tu re  o f  romance"  (1975 , 7 3 ) .  R a t h e r  t h a n  t h e  a u t h o r  e x p r e s s i n g  s o c i a l  r e s i s t a n c e ,
F r y e  a s s e r t s ,  " i t i s  t h e  r o m a n t i c  c o n v e n t i o n  [ t h e  a u t h o r ]  i s  u s i n g  t h a t  e x p r e s s e s  t h e
res is tance .  .  .  [ b e c a u s e ]  a n  e l e m e n t  o f  s o c i a l  p r o t e s t  i s  i n h e r e n t  i n  r o m a n c e " ( 1 9 7 5 ,  7 7 ) .  I t
i s  as  the  s imu l taneous  hero  and  hero ine  o f  romance tha t  Lara C r o f t ,  J o a n n a  D a r k ,  e t  a l  m a k e
t h e i r  m o s t  p o w e r f u l  s t a t e m e n t s .  T h e  i n t e r t e x t s w i th  mascu l ine  e lements  necessar i l y  evoke
i d e n t i f i c a t i o n s .  H o w e v e r ,  c o n t r a r y t o  t h e  n o t i o n  t h a t  t h e y  a r e  m e r e l y  h e r o e s  i n  d r a g ,  t h e
female  pro tagon is ts ma in ta in  pe rhaps  the  mos t  s i gn i f i can t  f ea tu res  o f  t he  he ro ines  o f  r omance .
T h i s  m a k e s  t h e i r  g e n d e r  o n e  o f  t h e  s l i d i n g  s i g n i f i e r s  o f  t h e  g a m e  a n d  h a s a commensurate
e f f e c t  o n  t h e  i d e n t i f i c a t i o n s  o f  t h e  p l a y e r s .
C o n c l u s i o n s 
<27>The hero ines of  v ideo games have changed substant ia l ly  f rom thei r e a r l i e s t  v i r t u a l  f o r e-
mothers such as Ms. Pac- Man and Princess Paul ine from Donkey Kong.  I n  t e r m s  o f  t h e  a n i m a t i o n s
poss ib le ,  female  hero ines h a v e  k e p t  p a c e  w i t h  t h e i r  m a l e  c o u n t e r p a r t s ,  b u t  i n  t e r m s  o f
c h a r a c t e r i z a t i o n s t h e  f e m a l e  p r o t a g o n i s t s  h a v e  d e v e l o p e d  a t  a  g r e a t e r  r a t e .  A d m i t t e d l y ,  t h e
f i r s t  f ema le  v ideo  game cha rac te rs  were  l i t t l e  more  than  "eye  candy " f o r  a  m a l e  a u d i e n c e  b u t
the  c r i t i c i sm has  no t  advanced  to  recogn ize  hyb r id g a m e s  w h i c h  f e a t u r e  a l l  o f  t h e  a t t r i b u t e s
l i s ted  above .  V ideo  games  in  the a c t i o n- a d v e n t u r e  c a t e g o r y ,  e s p e c i a l l y ,  c o n t a i n  a l l  o f  t h e
features of  games t h a t  a r e  s a i d  t o  b e  m a s c u l i n e  a s  w e l l  a s  t h o s e  t h a t  a r e  s a i d  t o  b e  f e m i n i n e .
For  example,  Tomb Raider,  i n v o l v e s  c o m p e t i t i o n ,  c o n t r o l ,  a n d  r e a c t i o n s . On  occas ion ,  t asks
mus t  be  comp le ted  w i th in  a  g iven  t ime .  The  p layer  con t ro ls mos t  o f  Lara  Cro f t ' s  movements .
Reactions are required when enemies o r  o b s t a c l e s  a p p e a r  s u d d e n l y .  N e v e r t h e l e s s ,  t h e  s t o r y  i s
cen t ra l  t o  the  game and  g i ves  i t  add i t i ona l  mean ing .  La ra  mus t  so l ve  dozens  o f  puzz les
i n v o l v i n g c o l l a b o r a t i o n ,  c o m m u n i c a t i o n ,  a n d  a n t i c i p a t i o n  - - b o t h  w i t h  o n- screen c h a r a c t e r s  a n d
the p layer .  Moreover ,  aes thet ics  and imagery  improve wi th  each new generat ion of  games and
hardware.  P lo ts ,  too,  become more sophis t ica ted a s  d e s i g n e r s  a r e  a b l e  t o  a d d  m o r e  d e t a i l  t o
the games.  The Syphon F i l te r,  Res iden t  Ev i l a n d  Per fec t  Dark games have analogous features. I n
add i t i on ,  a l l  o f  the  games  ment ioned  a lso  emp loy  a  fema le  p ro tagon is t  w i th whom the p layer
iden t i f ies .  To  paraphrase  Caro l  C lover ,  what  game des igners , l i k e  f i l m  m a k e r s ,  " s e e m  t o  k n o w
b e t t e r  t h a n  c r i t i c s  i s  t h a t  g e n d e r  i s less  a  wa l l  than a  permeable  membrane"  (1987,  208) .
Hybrid games necessari ly p r o d u c e  h y b r i d  i d e n t i f i c a t i o n s  - - u s i n g  t h e  c a t e g o r i e s  a n d
conclusions l a i d  o u t  b y  t h e  s c h o l a r s  c i t e d .
<28>Given the widespread appeal  of  v ideo games, there must be reasons f o r  t h i s  a p p e a l  o t h e r
than  sexua l l y  p rovoca t i ve  fema le  p ro tagon is ts  and  o ther i d e n t i f i c a t i o n s  t h a n  t h o s e  t h a t
produce mass murderers.  Otherwise, they would n o t  h a v e  r e a c h e d  a  p o s i t i o n  s u c h  t h a t  i n  t h e
U n i t e d  S t a t e s ,  i n  1 9 9 9 ,  " t h e e lec t ron ic  games indust ry  was the  second- mos t  popu la r  f o rm o f
home entertainment a f t e r  T V "  ( Q u i t t n e r  3 0 ) .  B o y s ,  i t  i s  a s s u m e d ,  p l a y  b e c a u s e  t h e y  a r e m a l e
and  the  des igners  a re  ma le ,  the  games  a re  v io len t  and  men a re  v io len t . Y e t  m o r e  t h a n  h a l f  o f
the top games feature  female  pro tagonis ts .  As we have seen ,  fema le  p ro tagon is ts  do  no t  con fo rm
t o  t h e  r u l e s  o f  t h e  g a z e ,  a s  s e t o u t  b y  L a u r a  M u l v e y .  R a t h e r ,  t h e y  a r e  a n a l o g o u s  t o  t h e  F i n a l
G i r l  o f  h o r r o r f i l m s .  C a r o l  C l o v e r ' s  m o d e l  i s  e s p e c i a l l y  a p t  w i t h  r e s p e c t  t o  J i l l  V a l e n t i n e , 
o f  Res iden t  Ev i l,  a n d  R e g i n a ,  o f  D i n o  C r i s i s,  because these two  games  a re ,  p roper ly  speak ing ,
f r o m  t h e  a c t i o n- h o r r o r  c a t e g o r y ,  w h i c h  i s i n d i s p u t a b l y  b a s e d  o n  t h e  h o r r o r  f i l m  g e n r e .  O t h e r
games wi th  female  protagonis ts , s u c h  a s  Tomb Raider and Per fec t  Dark,  f o l l o w  m o r e  c l o s e l y t h e
n a r r a t i v e  p a t t e r n  o f  t h e  r o m a n c e .  T h e  m a j o r  d i f f e r e n c e  i s  t h a t  t h e  h e r o i s  f e m a l e ,  r a t h e r  t h a n
m a l e .  T h e  c h a r a c t e r  i s ,  a d m i t t e d l y ,  f i c t i v e ,  b u t  n o m o r e  s o  t h a n  a  c h a r a c t e r  i n  a  w r i t t e n
work.  C lover  would  agree:  "The s l a s h e r  i s  h a r d l y  t h e  f i r s t  g e n r e  i n  t h e  l i t e r a r y  a n d  v i s u a l
a r t s  t o  i n v i t e i den t i f i ca t i ons  w i th  the  fema le ;  one  canno t  he lp  wonder ing  more  genera l l y
whether  the  h is tor ica l  main tenance o f  images o f  women in  fear  and pa in  does n o t  h a v e  m o r e  t o
do with male v icar ism than is commonly acknowledged" ( 1 9 9 2 ,  6 2 ) .  T h i s  i s  e s p e c i a l l y  t r u e  w h e n
the  fema le  p ro tagon is t  o therw ise ma tches  the  t rad i t i ona l  Oed ipa l  mode l  f ound  i n  o the r ,  more
c o n v e n t i o n a l ,  n a r r a t i v e f o r m s .  T h e  f e m a l e  p r o t a g o n i s t ,  t h e n ,  p r o v i d e s  a  b u f f e r  a g a i n s t
c a s t r a t i o n a n x i e t y .
< 2 9 > I n t e r a c t i v i t y  d o e s  p l a y  a  p a r t  i n  t h e  g a m e ' s  p r o g r e s s i o n . However ,  whether  the game is
l i n e a r ,  i . e . ,  m o v i n g  f r o m  o n e  t a s k  t o  t h e  n e x t i n  s u c c e s s i o n ,  o r  n o n- l i n e a r ,  i . e . ,  a l l o w i n g
fo r  va r i ous  tasks  to  be  comp le ted a t  a n y  t i m e ,  t h e  o v e r a l l  p l o t  i s  s t i l l  t h e  e x c l u s i v e  d o m a i n
o f  t h e  a u t h o r . T h e  p l a y e r  i s  c o n f i n e d  t o  o p e r a t i n g  w i t h i n  t h e  l i m i t s  a n d  t o w a r d s  t h e  g o a l l a i d
o u t  b y  t h e  c r e a t o r .  N e v e r t h e l e s s ,  t h e  i n t e r a c t i v i t y  o f  v i d e o  g a m e s  e n h a n c e s t h e
iden t i f i ca t ions  be tween  p layers  and  charac te rs .  In  1983 ,  when  Lo f tus  and L o f t u s  w e r e  w r i t i n g ,
the most  popular  arcade games,  such as Pac- Man,  Astero ids,  a n d  Defender,  we re  two- d imensional
and had rudimentary graphics.  The most  popular  computer  games were text- only adventure games.
H o w e v e r ,  t h e i r  v i s i o n  o f  t h e  f u t u r e  o f  v i d e o  g a m e s  i s  p r o p h e t i c .  B a s e d  o n t h e i r  u n d e r s t a n d i n g
o f  t h e  a t t r a c t i o n  o f  v i d e o  g a m e s  a n d  t h e  p o s s i b i l i t i e s o f  improved  an ima t ion ,  Lo f tus  and
Lof tus  env is ioned a  game they  ca l l  "Ground- l e v e l Pac- Man"  wh ich  comb ined  the  fea tu res  o f
adventure games with t he  ac t i on  o f  a rcade  games  (82 ) .
<30>Even though a game l ike Tomb Raider was near ly  a  dozen years  away ,  Lo f tus  and  Lo f tus  were
c e r t a i n  t h a t  t h e i r  v i s i o n  w o u l d  b e c o m e a  r e a l i t y .  I n d e e d ,  t h e y  e m p h a s i z e  t h a t ,  i n  1 9 8 3 ,  w h e n
"peop le  p lay  a v i d e o  g a m e  t h e y  o f t e n  f e e l  a s  i f  t h e y  a r e  i n t e r a c t i n g  w i t h  a n o t h e r
person" (86 ) .  The  idea l  v ideo  game accord ing  to  E l i zabe th  and  Geo f f rey  Lo f tus  con ta ins a l l  o f
t h e  s a l i e n t  f e a t u r e s  o f  Tomb Raider.  The  on l y  impor tan t  aspec t o f  t h e  g a m e  t h a t  t h e y  d i d  n o t
f o r e s e e  w a s  t h e  a d d i t i o n  o f  a  f e m a l e  p r o t a g o n i s t . They  noted  among the i r  research  sub jec ts
t h a t  t h e  " T u r t l e "  i c o n , w i th  wh ich  the  l anguage ,  Logo ,  i s  v i sua l l y  imp lemen ted ,  p rov ided  an
i d e n t i f i c a t o r y p r o c e s s  f o r  u s e r s :  " T h e  T u r t l e  i s  l i k e  a  p e r s o n  i n  m a n y  w a y s .  I t  i s i n  a
p a r t i c u l a r  p o s i t i o n  a n d  c a n  f a c e  d i f f e r e n t  d i r e c t i o n s .  I t ' s  s o m e t h i n g w i t h  w h i c h  t h e  c h i l d  c a n
i d e n t i f y "  ( 1 2 0 ) .  L o f t u s  a n d  L o f t u s  c i t e  s o c i a l sc ien t i s t  G.H.  Mead,  who  p rophes ied  th is  power
l o n g  a g o  w h e n  h e  s a i d :  " I t i s  p o s s i b l e  f o r  i n a n i m a t e  o b j e c t s ,  n o  l e s s  t h a n  f o r  h u m a n
organ isms,  to  fo rm p a r t s  o f  t h e  g e n e r a l i z e d  o t h e r  f o r  a n y  g i v e n  h u m a n  i n d i v i d u a l ,  i n  s o  f a r  a s
h e  [ o r  s h e ]  r e s p o n d s  t o  s u c h  o b j e c t s  s o c i a l l y  o r  i n  a  s o c i a l  m a n n e r " ( q t d .  i n  L o f t u s  a n d
L o f t u s  8 9 ) .  B y  " g e n e r a l i z e d  o t h e r , "  t h e  p a i r a s s e r t  t h a t  M e a d  w a s  r e f e r r i n g  t o  t h e  s o c i a l
group as  a  whole  to  which a  person be longs .  Obv ious ly ,  Mead  be l ieved  tha t  inan imate  ob jec ts
m i g h t  b e l o n g  t o  t h i s " s o c i a l  g r o u p "  ( 8 9 ) .  W e  s h o u l d  r e c a l l  t h a t  " i n  p s y c h o a n a l y t i c p a r l a n c e
' o b j e c t s '  a r e  p e o p l e ,  a s p e c t s  o f  p e o p l e ,  o r  s y m b o l s  o f p e o p l e "  ( C h o d o r o w  4 2 ) .  A  v i r t u a l
p e r s o n ,  l i k e  L a r a  C r o f t ,  m e e t s  t h e s e c r i t e r i a  e v e n  b y  t h e  s t a n d a r d s  o f  t h o s e  l i k e  D a v i d
Grossman who would have video games banned.
<31>As sociologist Robert Connell  has shown, grown men who have accepted t h e  d o m i n a n t ,  o r
hegemon ic ,  f o rm  o f  mascu l i n i t y  a re  capab le  o f  i den t i f y i ng w i t h  w o m e n  g i v e n  t h e  r i g h t
c i rcumstances .  Severa l  o f  Conne l l ' s  research sub jec ts  i n i t i a l l y  embraced  hegemon ic  mascu l i n i t y
bu t  even tua l l y  d i sca rded t h i s  p o s i t i o n i n g  i n  f a v o r  o f  o n e  t h a t  r i g h t l y  i s  c a l l e d  p r o f e m i n i s t .
Rather t h a n  b e i n g  f i x e d ,  " I t  a p p e a r s ,  t h e n ,  t h a t  a n  O e d i p a l  s e p a r a t i o n  o f  b o y f rom mother  can
b e  r e n e g o t i a t e d ,  a n d  t o  s o m e  d e g r e e  r e v e r s e d ,  i n  l a t e r  p r a c t i c e . T h i s  [ i s ]  n o t  s h a l l o w
change"  (Conne l l  124) .  Indeed,  one  o f  Conne l l ' s respondents  went  f rom an adolescent
" s o l i d a r i t y  w i t h  h i s  m o t h e r  t o  s o l i d a r i t y , e v e n  i d e n t i f i c a t i o n ,  w i t h  o t h e r  w o m e n .  T h e  s h a p e  o f
[ t h e  m a n ' s ]  l i f e- h i s t o r y s t r o n g l y  s u g g e s t  t h a t  t h e  r e c o n f i g u r a t i o n  o f  f a m i l y  r e l a t i o n s h i p s  i n
his adolescence w a s  t h e  e m o t i o n a l  b a s i s  o f  h i s  d i s s i d e n t  g e n d e r  p o l i t i c s  i n  e a r l y
adul thood" ( 1 2 4- 5).  The common thread among Connel l 's  accounts is emotional  and o f t e n  p h y s i c a l
- - t h a t  i s ,  c o m p l e t e  a b s e n c e  - - d i s t a n c e  f r o m  t h e f a t h e r .  T h i s  r e s u l t s  i n  a n  i n a b i l i t y  t o
i d e n t i f y  w i t h  t h e  f a t h e r  a n d  o t h e r m a l e  r o l e  m o d e l s .  T h e  b o y s  m o r e  r e a d i l y  i d e n t i f y  w i t h
females.  The usual  suspects , fa thers  who cannot  express themselves emot ional ly  and who do not
have anything o f  v a l u e  t o  t e a c h  t h e i r  s o n s ,  a r e  o n l y  p a r t  o f  t h e  s i t u a t i o n .  A s  C o n n e l l  
i n d i c a t e s , t he  soc ia l ,  po l i t i ca l ,  and  economic  m i l i eu  have  an  impac t  on  the  deve lopmen t o f
m a s c u l i n i t i e s :  " t h e  g e n d e r  o r d e r  i t s e l f  i s  c o n t r a d i c t o r y ,  a n d  p r a c t i c a l exper ience  can
undermine  pa t r i a rcha l  conven t ions .  F i ve  o f  t he  s i x  [ responden ts i n  t h i s  c a t e g o r y ]  d e s c r i b e d  a
c lose encounter  wi th  a  woman's  s t rength i n  t h e  c o u r s e  o f  t h e i r  p e r s o n a l  f o r m a t i o n "  ( 1 2 5 ) .  M o r e
i m p o r t a n t  i s tha t  "when  they  met  femin ism la te r ,  femin is t  images  o f  women 's s t r e n g t h  c o u l d
resonate  w i th  someth ing  in  the i r  own exper ience"  (Conne l l 1 2 5 ) .  T h e  k e y  h e r e ,  a n d  i t  b e a r s
r e p e a t i n g ,  i s  t h a t  t h e s e  m e n  s t a r t e d  w i t h wha t  m igh t  be  ca l led  hegemon ic  mascu l in i t y ,  bu t
their  exper iences opened them or  p repared them for  a  change i f  and when they  encountered
feminism, even as  adu l ts .  Among the  qua l i t ies  such  men possess ,  the  most  no tab le  i s  exper ience
dea l ing  w i th  power fu l  women.  Cur ren t l y ,  there  a re  few be t te r  env i ronments t h a n  p l a y i n g  a  v i d e o
game w i th  a  fema le  p ro tagon is t .
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